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COMMODORE N^pT/VORK 
OFF-LIN^! 

Due to unforeseen circumstances, Coinmodore Network 
has not been able to access E-Mail during late April and 
early May. At the time of reading this, all should (I 
hope!) be rectified, so, if you attempted to contact C.N. 
via ]^-Mail (or fax) during that time, please re-send your 
corr^pondence. 

FD-4000 ‘ 

It seems that, for reasons of their own, CMD have 
tenninated production of the FD-4000 drive. I have been 
unable to get much more information than that with 
communications being down (see above). We will keep 
you informed. 

LOADSTAR TO BUY GAZETTE? 



A persistent rumour, tliis one! What I do know is that, 
once a decision was made to close Gazette, several 
potential buyers were contacted by the publishing 
company. These potential buyers apparently included 
Loa^tar (of course!) and CMD. Little interest was 
shown by most, that is, except for Loadstar, who have 
continued discussions. In my opinion the most probable 
item of interest will be the subscriber list. I can't see 
Gazette being re-incamated! 
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To all subscribers; 

Our apologies for the lateness of this issue. Gremlins have 
been working overtime at C.N., and it seems everything has 
conspired against us. 

I must also apologise for the lack of Disk-Coverer disks 
with this issue. Don't panic, you haven't been forgotten, it's 
just that Bev, who has the task of mass-producing these for us 
has been extremely ill. We will make every endeavour to have them 
sent out with the June edition. 

For all those who still have outstanding orders with 
C.N.P.D., please bear with us. Once again, Bev's illness has made 
things very difficult. You will notice that no C.N.P.D. ad is in 
this issue. This is simply because we feel it unfair to solicit 
your business until such time as things are back in order. 

Our Cobram address will continue to operate as usual if you 
wish to place merchandising or subscription orders. 

I'm sure you will all join me in wishing the lovely Beverley 
a fond "Get well soon". 


With Regards 



V 


9 Wadeson Street 
Cobram 

Victoria, Australia 
3644 

Phone; (058) 711 863 
Fax: (03) 803 6498 



My, KOW TIME raES! 


Jlmf once ogoin it's time to reneu) your suSscription to: 



5ln<f just to remimt you, fiere ore tfie subscription rates: 
Three issues - $10.50 TxUefve issues - $40.00 

Six issues - $21.00 24 issues - $75.00 

!A(ame: 

^Icltfress: 



























Welcome to another edition of 
Commodore Network! We have a couple 
of interesting items in this issue, including 
a review of a pair of (relatively) new 
programs from Austria for RAMLink users 
called Autostart 128 and Filemanager in 
the P.D. Power column, and a look at 
implementing a new INPUT routine for 
128 users in Page 128. For our 
GEONuts, Jane Jones delves in to some 
of PARSEC'S GEOS goodies, and Paul 
Williams gives us all a timely reminder as 
to taking care with electricity for those of 
us who enjoy producing some of those 
projects that appear in C.N. on occasion. 
Please take the time to read this article, 
even if you are not in to electronic 
projects as care with electricity concerns 
everyone. This was bought home to me 
quite recently, with the death of a 
neighbour through electrocution. 

COMING UP 

In coming issues, we have a number of 
interesting articles in the making, 
including full reviews of the following 
hardware/software; 

1) Fast-8 speed enhancement module for 
the C64, 

2) 64-Net - which enables your 64 to use 
the facilities of that old PC you have 
sitting on your desk from your 64 

3) The CD Kit - which enables you to 
connect an audio CD up to your 64 and 
access a CD-ROM (one supplied with the 
kit). 

4) a review of the Commodore 8-bit CD 
released by 64'er magazine in Germany, 

5) Busy-Bee software lines (The Write 
Stuff 64/128, The Illustrator, BB Talker, 
etc.). These will be available through 
C.N. Merchandising shortly. 

6) The RAMLink Commander - another 
Austrian program for use with RAMLink - 
we are just awaiting translation of the 
manual to English. 

7) A cabling/software system that 
enables the user to connect multiple 64's 


and implement real-time data transfers. 

Excepting reviews, we have two excellent 
articles for "Expanding Horizons" lined up 
for publishing in the near future. These 
deal with constructing an RS-232 
interface, and with adding an extra 8k of 
RAM to a 1541. 

Gordon Wormald will continue with 
instalments to both "The 1541/1571 
Connection" and his "An Introduction to 
Assembler", whilst Neville Thorburn will 
continue on with his articles on 
maintaining the 1541, and has indicated 
that, if no-one with a more extensive 
backgrounding in the C64 is interested in 
writing, he will go on to deal with basic 
maintenance of the computer itself. 

WE NEED YOU! 

Of course, we are still looking for more 
articles on any Commodore 8-bit related 
subject, the more we have, the more we 
can offer the readers in each edition. We 
also need more programs and, indeed, 1 
am looking for programmers for the C64, 
Cl 28, GEOS, and/or CP/M who are 
willing to offer their services in creating 
programs for our Disk-Coverer disks on a 
regular basis. We are also looking for 
graphic artists/s to undertake the 
provision of graphics and designs for disk 
labels/envelopes, for our GEOS Disk- 
Coverer, and other projects if anyone is 
interested. 

HARD TO CONTACT! 

For any of you who have tried to contact 
me via E-mail during late April, early 
May, and failed to excite a response, my 
apologies. I'm afraid certain difficuities 
left me unable to access the BBS. 
Hopefully, by the time you read this all 
will be rectified. 










This month, we Review PARSECs 
GEOS Stuff [which includes 
GcoPagerl28 & 64, and FontPaint 
64-128], distributed by Michael 
Renz of Performance Peripherals 
Europe, in Germany. 

As mentioned at the end of last 
month's column [April95], most 
users express the desire for multiple 
printouts from geoPaint. GeoPaint 
only allows you to print one page of 
the current document. If you need 
to print it again, you must select 
print from the file Menu again. Or 
if you wish to print a range of 
geoPaint files, you must print each 
bnc in turn. If you have a lot of 
files to print out, then this 'baby 
sitting' of geoPaint, becomes 
tedious very quickly. 

- GeoPager - 

Now there is an alternative for 
printing out your geoPaint pages. It 
is called geoPagerl28 & 64 vl.5, 
by Robert A Knop Jr fotiginally 
Published and distributed by 
PARSEC Inc John Brown PO Box 
111 Salem MA 01970-0111 USA 
on Twin Cities #31 disk]. 
GeoPager has been written for 
GEOSv2.0, the 128 version 
operates in 40 and 80 columns. The 
64 version is separate, but operates 
the same, and also works in 40 
colunm mode on the 128. Ample 
documentation is provided on the 
disk. 

When you double-click on 
gcoPager, a DBox gives you the 
options of Create, Open, and Quit, 
Your first task is to create a Paint 
Batch File |PBF), or geoPager 
Data file, so Create is the option to 


FontPaint 

reviewed 

select. This data file will hold a list 
of geoPaint filenames, up to a 
maximum of 254. geoPager saves 
this List to disk. To start with this 
List is empty. An existing PBF file 
can be double-clicked on to activate 
geoPager, and provide instant 
access to a printing List. The PBF 
is also interchangeable between the 
two versions. And the PBF file can 
al^ be dropped directly on the 
printer icon to instantly bring up the 
Print Options DBox. 

The geos Menu provides a 
geoPager info DBox, along with 
access to any Desk Accessories on 
your disk. The file Menu provides 
the four traditional options of 
Close, Update, Recover, and Quit. 
To begin, clickf 
on the Insert 
gadget to read 
the geoPaint 
filenames from 
the current disk. 

A DBGetFUe 

Box is displayed for filename 
sel^tion. Scroll gadgets are 
available at the bottom of the DBox 
to scroll up and down the filenames 
quickly. Click on one or more files 
to individually select them. Or, use 
the select all, or the select none 
gadgets, that are next to the Cancel 
button. Disk and Drive gadgets are 
provided to access geoPaint files on 
other disks. GeoPager can read 
geoPaint documents from any disk 
drive in your system, from A 
trough to D lyes D !}, if you have 
it configured. 

Once you have selected the 
geoPaint files you require (o batch 
print, click the Open gadget to 
place the filenames into the 


geoPager data file as a List. Tlic 
List box only displays twelve 
filenames at a time. Use tlie Scroll 
gadgets provided at the bottom of 
the List box to scroll up and down 
the List of filenames quickly. The 
files are numbered in the List for 
easy reference. The Move, gadget 
allows you to re-arrange tlie 
filenames in tlie List, hence the 
need for numbering as a reference. 
It is best not to add files from otlier 
disks you have inserted. If you do, 
then you will have to swap disks to 
print them, wliich kind of defeats 
the purpose of unattended batch 
printing. 

The Delete gadget will delete the 
currently selected file in the List. 
The filenames below are moved up 
accordingly. Tlie Show gadget will 
display the currently selected file in 
the Show window, replacing tlie 
title display. When using Show, a 
Page Indicator to the right of the 
gadgets can be dragged to view 
another area ol the file being 
shown, just like in geoPaint. Tie 
Page gadget will print out one copy 
of the currently selected file. 

The Print gadget displays the Print 
Options DBox. With the List in 
memory, you can then print out 
either all of the 
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files in the Ust, or 
a sub-range of 
files. 

Additionally, you 
can make multiple copies of each 
file, or you can cycle through the 
List more than one time, all in one 
.operation 1. To change the 
defaults in die Print Options 
DBox, click on the box and the 
current value will disappear. 
Type the required number, and 
I press RETURN to enter it. 

In the Print Options DBox, the 
Locate Files 1st feature is a built-in 
safety measure. When a file can't 
be found, a DBox is displayed with 
the options Retry, Skip, or Cancel. 
GeoPager can correctly print 
geoPaint documents witli any 
GEOS compatible printer driver. 
Eight s^ple geoPaint documents 
are provided on the disk. 

This program supplies everything 
you need in a batch file printer, and 
then some !!. How good is this 
program ?, in a word it is excellent. 
GeoPager is tlie geoPaint batch file 
printer tliat we have all waited for 
!!. If you have a lot of geoPaint 
files to print, tlieii you REALLY 
need (his program. 
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Some Problems 
Though 

Despite tlie beauty and simplicity of 
geoPager, I have noticed a couple 
of problems. GeoPager cannot 
recognise {for printing only} a 
filename that ends with a SPACE 
character. It does list it in the 
GetFiles DBox, and in the main 
batch List, it just cannot find it to 
print it out !. You will need to 
rename the file from deskTop and 
delete the extraneous SPACE from 
the end. It will tlien print correctly 

I 

One major disconcerting problem I 
found with geoPager. At times, my 
512K REU was virtually wiped of 
all my files with the following 
coming up in the info box after a 
validate T M.N.W.H.!'. A ^ad 
BAM' error is reported along with 
this strange acronym. Fortunately I 
have not lost any important data 
from this 'wipe' but I may not 
always be so luclg/^. Upon serious 
investigation of both versions {128 
& 64 vl.5} on this disk, deep 
within the 'Pager Swap vl.O' routine 
the following is disclosed 'The 
Masked Nerd Was Here! v9e9 T 
M.N.W.H.!' ?. 

Despite my request [4May94 to 
John Brown of PARSEC Inc] for 
more information on this potential 
disaster, my correspondence had 
not receiv<xi the courtesy of a 
written reply. However, our GEnie 
correspondent Rick Coleman, posed 
the question of 'the masked nerd' 
for me over the BBS. Tlie response 
that Rick received in Sept94 can be 
read in the readers section below. 
Well, as it happens, the new 
version I sj (1.5 in this package} 
still contain the masked nerd thing, 
and it still writes a bogus entry into 
the directory onto the second 
deskTop page, but thankfully vl.5 
hasn't 'wiped' the RAMdisk 
anymore. As a matter of interest 
fcr those with a bent to nose around 
in programs [like me], the Pager 
Swap routine can be found witliin 
the last vhr track and sector of bolli 
of the programs on tliis disk. For 
more information on GEOS vlir 
files, refer to the section 
'Examining GEOS Sectors' in 'The 
Hand Book of Cormnodorc Disks' 

I** j 

- FontPaint - 

FontPaint 64-128 was wiitten by 
Kent L Smothennan, and adapted 
for 80 columns by Robert A Knop 


Jr [originally Published and 
distributed by PARSEC Inc on 
Twin Cities #35 disk]. FontPaint 
works with GEOS64 & 128, and 
runs in 40 or 80 columns. 

This is a very interesting program. 

I don't think anyone else has 
thought of this type of Application 
to enhance the use of GEOS. It 
makes looking up and choosing 
fonts even easier, and this program 
will be an invaluable tool for the 
avid GEOS user with 100s of fonts. 

To start, double-click on FontPaint. 
A DBox is presented which lists the 
fonts on the current drive. Disk and 
Drive gadgets are provided so that 
you can select the font drive. The 
font drive is the disk drive where 
the fonts can be found. FontPaint 
fully supports three drives. Click 
on the Open gadget to move on, and 
another DBox lists any geoPaint 
files on the current disk. Disk and 
Drive gadgets are provided so that 
you can select the paint drive. Tlie 
paint drive is where the geoPaint 
images will go. Click on the Open 
gadget to continue. 

The next DBox requests a filename. 
Default characters of 01 are 
displayed in the 15tli and 16th 
character position. You must enter 
a reference name or FontPaint will 
not print anything to your 
destination geoPaint file. Use DEL 
key to move the cursor to the left 
hand side, and eiiter a reference 
name [up to 12 characters only] and 
press RETURN. [The best idea 
would be to enter the name of your 
Font disk or catalogue number here, 
so that you can later backtrack to 
the disk the fonts can be found on]. 

FontPaint will add the suffix 


print the reference name and 
increment the page number to 02 
and so on, at the top of each 
successive geoPaint document for 
that disk. FontPaint prints the font 
displaying the following 
information above it 


Font Name , FontNum = # , ID- 
Point = / ## - size / ## - 
size / etc 

listing all the p)omt sizes for that 
font, but actually only printing the 
first point size. The extra GEOS 
characters are also printed out 
without any hassle. For more 
information on the extra GEOS 
characters, refer to the section 'All 
About GEOS Fonts' in 'The World 
of GEOS HandBook 11'. The need 
to enter a reference name is obvious 
when printing all your fonts out, 
because if you cannot later find a 
font that you like from your 
printout, you are no better off for 
having printed them 1. 

I usually use geoWrite and a fonts 
template, to print out all of my 
fonts. Last year I came across two 
fonts that would not even be 
displayed by geoWrite, let alone 
printed. This was a job for 
FontPaint !. Good thing I tried it, 
as FontPaint correctly printed both 
the fonts, and I now have a printed 
record of them, and neatly done !. 
[I believe the reason why geoWrite 
would not recognise the fonts is that 
the Font ED number is probably 
above 1000, in this case 10340. 
Refer back to the Nov94 column, 
the Readers section]. 

You can now use geoPager to print 
out your documents ready for filing 
as a future reference. I personally 
recommend the practice of having a 
iard copy of all 

ftmtn mi wjr,. T at xntm^ iu. jvOUr fOUtS. 

cc\ FontPaint is a 

IJkLMNOPQR^TUvV/XyZtccuiio^tcJ (great addition to 

tuvwxyieucii SCtious GEOS 

luser's bunch of 


numbers 
while it 
working, 
message 
displayed 
screen 

indicating that the program is 
Tainting Font number/total' until all 
tlie fonts, up to the total shown, are 
printed. When complete, FontPaint 
displays an Info DBox, simply click 
to return to deskTop where you can 
view the new geoPaint documents 
with geoPaint. When you view 
your new geoPaint document, the 
reference name you entered is 
clearly printed in the top left hand 
comer, along with 01. If all of the 
fonts for tlie current source disk 
will not fit into a single geoPaint 
document, it will automatically 


tools. If you have a library of fonts, 
then you NEED this program to 
help you to manage and locate 
tliem. 

GeoPager and FontPaint are 
available on the PARSEC's GEOS 
Stuff disk distributed by Michael 
Renz {Performance Peripherals 
Europe} Holzweg 12 53332 

Bomheim GERMANY, for DM19 
+ S&H DM15. Enquire further for 
price and shipping details. [Allow 
for conversion rates and bank 
charges]. Depending on the 
cxchimge rate you are looking at 
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around A$30 lo A$34. 

Initially, 1 waited two montlis for 
the Review disk lo arrive by surface 
mail, so I requested shipping 
information {air or surface-mail), 
for conllrmation on which method 
will be used when disks arc 
ordered. You should keep tins in 
mind if you decide to order tliis 
disk, or any other product. You 
could end up waiting two months, if 
you don't pay for the S&H. hi my 
opinion, if you spend your money, 
and go to the bother of conversion 
to DM, you want your product 
inside 14 clays. Some excellent 
NEWS !l. Since writing this, 
Michael has assured me {by Air 
Mail at last), that if customers are 
ordering software or hardware 
direct from him, then Air Mail will 
of course be used, viz the DM15 
S&H charge. I aw gratefvl for the 
quick follow up in this case. 

Readers Three Wshes And All That 

Og. Just hours prior to sending my 
May95 column in, I received the 
following letter and information ... 

From John Brown of PARSEC 
Salem MA USA dated llMai95. 
''Greetings, Regarding your letter of 
940504 f4May94], Your booklets 
will be reviewed in an upcoming 
issue and a copy will be mailed to 
you containing the reviews. 
Regarding geoPager, a copy of tlie 
discourse is enclosed. Youts, John 
Brown, President". 

[The GEnie BBS excerpt, via John 
Brown, follows]. 

Message 76 Sun Sep 18, 1994 
[Rick] at 11:12 

Has anyone ran into 'The Masked 
Nerd when using geoPager 128 
from the Twin Cities disk #31 ■> 

'''a snail-mail 
from a lady m Australia. 

D using 

gcoPagerl28, my REU is virtually 

wiped of my files with the 
followmg coming up after a 
validate T.M.N.W.H.'' A 'Rad 

‘iT 

u/K/t, have not lost any data 
haisc^vcr from this Vipe' but I 

'Ser ^ .in 

r iF • ^"^^P 1 -0’ routine the 

& "The Masked Nerd Was 

LIR record of the program ..." 

Her system is a 128 D running 
GEOS 128 v 2 . 0 , using an original 



TC/128 disk. Any ideas or 
suggestions would be apprccialed. 
Rick Coleman. 

Message 77 Sun Sep J8, 1994 
H.HERMANl at 20:20 KDT 

Rick, ha ! The Masked Nerd is 
none other than Rob (Robert A 
Knop Jrj. I know for sure that lie 
would never put any tiling hamiful 
into his GEOS programs. As to 
exactly what is happening, 111 defer 
that to the GEOS experts. Howie. 

Message 78 Sun Sep 18, 1994 
C128.JBEE at 23:38 EDT 

Ms Jones of Australia who has a 
non-disk subscription to TC-128/64 
{code 1 is.sues 31-36} has a dated 
version of geoPager 128 that did 
not work correctly with RamLink. 
People that subscribe lo the disk 
version of TC-128/64 received 
geoPager 128 vl.5 and geoPager 64 
vl.5 tJie following issue. Along 
with the changes to geoPagerfs} so 
it worked properly with RamLink, 
many newer features were added as 
detailed in the following TC- 128/64 
issue. 

Anyone that paid for geoPager 128 
was automatically sent vl.5. Vl.5 
is the only version being sold, ergo, 
this is not a problem with geoPager. 

Anyone that paid for geoPager that 
has vl.3 and wants vl.5 just has to 
send proof of pjurchase to PARSEC 
and they will receive the update 
free. All others should send 
[US]$19:95 plus S&H to PARSEC 
and order "PARSEC GEOS Tools 
#1". This disk is not advertised 
{except in Germany / Sweden}, but 
it is available. 

Message 79 Sun Sep 18, 1994 
C128.JBEE at 23:53 EDT 

> As to exactly what is happening, 

111 defer that to the GEOS experts. 

Well, I am not an expert, I haven't 
wntten any GEOS books or 
programs, but what is happening is 
a swap file is not being scratched 
from the disk when the program 
exits on a RamLink. This was fixed 
with vl.5. Tlic swap file is the 
same type of file that the .info file 
is on gateway. It will not harm any 
RamLink or GEOS disk. FWIW 
{For what it's worth}. [end 
excerpt] 

Gg. / am gratefid that John Brown 
recalled that he sent me a 
complimentary TC-^31 disk, and 
good it was to he sure, apart 
fi'cm tijis problem with 
^enPagerl28 v].3. / use 512K 
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1750 REU's and not a RamLink, so 
I shall infer that the function in the 
RAM is probably the same, 
irrespective of device differences. 
Although getting a response was 
worse than getting a tooth pulled, 
we finally have an answer, and I for 
one, am glad of that!. 

From across the seas Antonio 
{Tony! G. Mata oi' Shetland UK 
writes, "1 now own GEOS v2.0 and 
1 think that it's brilliant and 1 
believe ti*at full credit should go to 
the genius who wrote i«. Being 
honest, one would never think tiiat 
a simple CBM 64 could be capable 
of being so powerful !. 

1 am not yet brave enough to 
attempt writing letters using GEOS 
as I am at present only familiar with 
tliis text-editor. I just hope that 
when I have time free for 
experimenting that I can get to grips 
witli all of the wonders that GEOS 
can perform. Basically, once again, 
many thanks for all the help that 
you have supplied and I'd just like 
to say that it's great to know that 
there is someone who has tlie 
answers and knowledge to help !. 
Thanks and kind regards". 

Gg. YoiEre welcome Tony. GEOS 
really does tran^orm the 
Commodore 8-bit 64 & 128 into 
much more pow^erful computers 
than most people believe. We can 
do everything, and probably more, 
that the so called Big Boys can do. 
Let me know if there is anything 
else I can do to help. 

Next montli, we Review the 
SmartMouse from Creative Micro 
Design {CMDj USA. Until then, 
happy GEOSing. 

Send in your comments, or great 
GEOS discoveries, and I will 
respond when I can in this column, 
iinl^ you wish a private reply, m 
which case please send a 
SSA{ Business )E and I will write 
you back. Special thanLs to Rick 
Coleman [Photo Mover fame}, our 
USA GEnie BBS correspondent for 
your continucxl support, and to 
Michael Renz {Perfonnance 
Peripherals Europe}, our Gennan 
correspondent, for your continued 
supp<^rt. 

CN GEOSgeme ^ 

Bl^r Athol ^84 South 
Aiii^raUa 


1**1 Tlic World cf GEOS HaiulBook Series |L 11. flJI, aiul 
i be HxuidBook of Coirunodorc Disks, arc currently 
available from JMV Orafbt 






















Well half this year has gone 
already. Things are certainly 
looking good in the Commodore 8- 
bit world. Most clubs are enjoying 
stable memberships as the clubs 
and groups become me the only 
available support for our machines. 
Because of the cheap cost of a 
second hand 64 there are a lot of 
first time users out there who need 
our clubs' support. They are usually 
eager to learn and we should be 
giving them all the help and 
guidance we can. 

Here is the latest news from 
Canberra. The Commodore User 



group (ACT) Inc was woimd up on 
22/3/95. The reason for the folding 
of the group was that as an 
Incorporated Association there 
were just too many overheads 
(financial, administrative and 
emotional) to keep going on in face 
of the continuing loss of members. 
Lack of interest would probably 
denied the group a quorum at its 
AGM as well as probably not 
having sufficient nominations for 
committee positions. So at a 
unanimous decision the committee 
decided it was better to wind up the 
group. 

But for those 8-bit users in 
Canberra there is good news. A 
new 8-bit club called the ACT8CC 
has been formed and held its first 
meeting on 20/4/95. The aim of this 
new club is to be a small and 
friendly group to foster enthusiasm 
and continuing interest in 8-bit 
computers, particularly the 
Commodore 64 and 128. 
Membership is at present $10.00 a 
year with free membership offered 
to former CUG (ACT) members. 
Meetings are to be held at least 
monthly at low-cost venues such as 
members homes and will be 
devoted mainly to demonstrations, 
tutorials or discussions. The new 
club has been lucky in tliat it has 
taken over tlie assets of its 
predecessor and so it already has an 
extensive PD and magazine library. 
Gordon Wormald is die leader of 
this new club and he will happy to 
provide you with any information 
regarding meeting times and dates. 
His phone number is (06) 258 2259. 

But although its Canberra parent 
has folded the South Coast branch 
at Batemans Bay is going strong. I 
have been told diat this branch is to 
become an independent club very 
soon. Contact Matt Blydenstein on 
(06) 281 2714 for any information 


regarding that club. 

At its meeting on May 17th the 
Commodom 64/128 Club of NSW 
(formerly Penrith Commodore User 
Group) discussed and voted on 
some constitution changes. This 
had become necessary due to the 
change of direction the club has 
recently taken. The meeting also 
saw some committee changes being 
made as well. Steve Stecyk has 
been forced to resign as president 
because of work commitments and 
John Buckingham has taken over 
that role. Joe Benn was elected 
vice-president and Laurel Nicol 
remains as Secretaiy/Treasurer. 

Since changing its name last year 
this group has increased its 
membership from around 20 to 
nearly 50. Tliis was due mainly to 
the group becoming a 64/128 only 
club and an extensive ongoing 
advertising campaign. The group 
meets on the third Wednesday of 
each month at 7.30pm in the 
Neighbourhood Centre, Minchin 
Drive, MINCHINBURY. Contact 
the Secretary, Laurel Nicol on (02) 
628 3516 or the President John 
Buckingham on (042) 97 3159 for 
any information. 

Tlie newsletter competition we ran 
last year is again up and nimiing. 

enter. Just send me your 
club s newsletter and your club 
could become the one with tlie best 
newsletter. Judging will take pi ace 
prizes etc 

will be announced at a later date. 

Sec you all next month. 

Tlie addmss lor this column is 


iiuj 



or phone (042) 97 3159 or fax (042) 
97 6118. 


BUCKY 

CLUB HAPPENINGS 

The Melbourne Commodore 
Computer Club held its AGM in 
March. Bemie GShea and Bob 
Morrow were re-elected as 
President and Secretary 
respectively. Allan Swinden is the 
new newsletter edito. The MCCC 
is one of the oldest Commodore 
clubs in the country and meets in 
the Courtyard Room of the 
Nunawading Civic Centre, 
Whitehorse Rd, Nunawading at 
7.30pm on the 2nd Wednesday of 
each month. For any information 
contact the club either by mail at 
PO Box 177, BOX HILL Vic 3128 
or phone Bemie O'Shea (President) 
on (03) 438 1625 or Bob Morrow 
(Secretary) on (03) 846 4217. 

CLUB LIST 

This Ls a list of some of tlie user 
groups in Australia and New 
Zealand that cater for members 
with 64's or 128's. If you want any 
information or details about tlic 
club contact the person listed or 
write to the address shown. Tlicrc is 
also a list of mail/posUil groups as 
well. If you write to a club please 
enclose either a stamped sell- 
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addressed envelope, a slainp or 
reply coupon for your reply. 
Remember that school and public 
holidays as well as local events can 
affect meeting dales. ALWAYS 
check with the club contact first. 

Listings marked witJi an asterisk (*) 
have been altered since last issue. 

AUSTRALIA 

ACT 8 CC (Canberra 8 -bil club), 1 
Kitson Place, FLOREY ACT 2615 
- contact Gordon Wormald (06) 258 
2259 for all information regarding 
tliis new club. 

Albury/Wodonga Commodore User 
Group Inc, PO Box 1014, 
ALBURY NSW 2640 - Isl Tuesday 
7.30pm Gas & Fuel Corp Building, 
Hume & Townsend Sts, Albuiy - 
Rod Graeber (060) 21 3703 
C64 Developments Inc 
(Wollongong C 64/128 Club) PO 
Box 150, UNANDERRA NSW 
2526 - 2nd Friday 6.30pm 

Unanderra Community Centre, 
Princes Highway, Unapderra - Jeff 
Gale (042) 71 5098 

^Commodore 64/128 Club of NSW 
PO Box 244 WARILLA NSW 
2528 - 3rd Wednesday 7.30pm 
Minchinbury Neighbourhood 

Centre, Minchin Rd, Minchinbury - 
Laurel Nicol (Secretary) ( 02 ) 628 
3516 c«r John 

Buckingham (President) (042) 97 
3159 

Commodore Honisby User Group 
Inc, PO Box 1578, HORNSBY 
NORTHGATE NSW 2077 - 2nd & 
4th Wednesdays 7.30pm St Leos 
College, Wahroonga - Allan Hall 
(02) 476 4929 

^Commodore User Group (ACT) 
Inc, PO Box 409, CURTIN ACT 
2605 - This group has now folded 
but the meetings on the south coast 
at Batemans Bay are still held. - 
Batemans Bay meetings 3rd 
Saturday Pearly Beach Baptist 
Church Hall - phone Matt 
Blydenstein (06) 281 2714 for ALL 
information regarding this group. 
Muswellbrook Combined Computer 
Group, PO Box 648, 
NSW 2333 - 
Shorter on (065) 47 
9144 for meeting details. 

Tuggerah Lakes Commodore Users 
PO Box 659, TOUKLEY 
phone John Davies 
(043) 93 1921 for any information. 

Melbourne Commodore Computer 
Club hic, PO Box 177, BOX HILL 
Vic 3128 - 2nd Wednesday 7.30pm 


Courtyard Room, Nunawading 
Civic Centre, WJiitehorse Rd - 
Bemic O'Shea (Prcsidcnl)(03) 438 
1625 or Bob Morrow' (Secretary) 
(03) 846 4217 
Yarra Valley Computer User's 
Group (formerly Yarra Valley 
Cojnmodorc Users Group), c/- 13 
Cumberland Cres, CHERNSIDE 
PARK Vic 3116 - 1 st Tuesday 8 pm 
Lilydale Elderly Citizens Club - 
Jason Huxley (03) 728 4163 
South Australian Commodore 
Computer User Group Inc , PO Box 
427, NORTH ADELAIDE SA 
5006 - 1st & 3rd Mondays 7.30pm 
North Adelaide Primajy School- 
Phil (08) 381 8444 
Southern Districts Computer Users 
Club Inc (Adelaide), PO Box 991, 
MORPHETT VALE SA 5162 - 3rd 
Wednesday 7.30pm Home 
Economics Room, 

Christies Beach High School 
(West), Beach Rd, Christies Beach 
- Robert Clooster man (08) 382 
0781 

Computer Club of WA Inc (Perth) - 
phone Tom Lee on (06) 332 6374 
for all enquiries. 

Cairns Commodore Users 
Group^^O Box 7, EARLVBLLE Qld 
4878 - 1st Tuesday 7.30pm Cairns 
Education Centre, Greenslopes 
Road, Edge Hill - Bruce Bimrose 
(070) 54 1949 

Commodore Computer Usere 
Group (Qld) Inc, PO Box 274, 
SPRINGWOOD Qld 4127 7 1st 

Tuesday 7pm Bardon Professiona 
Centre - Gordon Wright (07) 299 
7789 

Woombug 8 -bit - 4th Saturday each 
second month 1 pm - 
Room, Masons Hall, 

Woombye - Scott Roseboom 

^ Users 

Tasmanian ^"^^"l^^^oBART 

Group, GPO Box 673, HOBAKJ 
Tas 7000 
Derwent 
Glcnorchy 
9985 

NEW ZEALAND 


3rd Wednesday 7.30pm 
Regional Library, 
Stephen Cook (002) 47 


As well as from the clltb5 
below information regarding any 
clubs can also be obtained from Jim 
Mullen, 1 10 Main Soutli Road, 
OAMARU Phone (03) 434 6026. 

Christchurch Commodore Users' 
Group Inc, PO Box 4665, 
CHRISTCHURCH - 4th Tuesday 
7.30pm Pliilipstown School - Dave 
Maguire (03) 348 5976 


Kapiti Commodore Users Group, 
24 Makariiii St, PARAPARAUMl - 
Ist Friday 7.30pm Kapiti College, 
Margaret Rd, Raumati Beach - John 
Hughes (04) 298 4349 

Manawatii Commodore Users 
Group, 83 Havelock Ave, 
PALMERSTON NORTH - 1st 
Monday 7pm St Marks Church Hall 

- Sydney Mounsey (06) 357 9858 

N.Z. Commcxlorc Users Group Inc, 
PO Box 2878 , WELLINGTON - 
now folded 

Otago Commodore 64 Club 
(Dunedin) - contact John Knight 26 
Estuary Crescent Fairfield Dunedin 

Whan<^arci Combined Computer 
Club ^ contact Jolin Pitt (09) 438 
6651 for all inibrmation regarding 
this club. 

POSTAL GROUPS 

All these groups are mail based 
groups that cater for Uiose users 
who are not able to attend a normal 
club or want to join a second club. 
Most provide a regular new slctter 
and give you acce^ to PD 
programs and program information 
n as well as give you die 
opportunity to meet other metnbers 
through correspondence or phone 
contact. 

r.coCLUB (GEOS users) c/- Peter 
HuS '70 Bemla Street, DOVETON 
Vic 3177 - Frank Cassidy (03) 791 
4991 

Hills 64 Group PO Box 537, 
COCKATOO Vic 3781 - Ivan Blitz 

- (059) 68 9323 

Pliis4/Cl6 Users Group 36 Western 
Hichway, BLAXLAND NSW 2774 
tW EHis (047) 39 1528 

The Old Codgers (over 40's) 18 
Whidsor Street, EDGEWORTH 
I«^ISW 2285 - Gordon Screen 

Woombug 8-bk c/- Post Office, 

WOOMBYE QW 4559 - Scott 

Meeting 64/128 Users Through The 
Mail Cl- Francis Redmond, Route 

7 Dox 7614, PALESTINE, TX 

75801, USA - Francis Redmond 

M inv regular clubs can also cater 
for iwstal or associate members as 
well In most cases out of area 
members would be most welcome. 
Check with your local club. 
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Tliis time - it's war! Yes, war on 
those games which confound us all 
time and again during our 
weekends and holidays. Tlie 
response to the recent column full 
to the brim with hints and tips has 
been quite good, so we return to 
that format for this fine month of 
June. 

I hope that all the readers in the 
Northern Hemisphere are enjoying 
the summertime, because down 
under it's colder than Kurt Cobain. 
That's not to say tliat the gamers are 
any less entliusiastic, however - it 
just drives more people indoors to 
dust off the old games and stick 
them in for another crack at that 
fiftli level guardian. 

If you're stuck somewhere, then 
perhaps this column will be the 
most important you'll ever read. If 
not, share your mastery with the 
other mortals and send in your own 
hints'n'tips. As always, we love to 
hear from you. 

BREAKTHRU 

Tliis is one of US Gold's creations, 
a nice driving game with more 
obstacles on the road than you'd 
ever imagine (unless you live in 
Sydney). First of all, some general 
tips might be appreciated... Go as 
fast as you can on the first level, 
hugging the top of the screen, and 
only two jeeps should come your 
way. 

Provided that your timing is up to 
scratch when it comes to the jumps, 
this one should be a doddle. Tlie 
second level is a little harder - again 
drive it to tlie limit until you reach 
the second diagonal piece of road, 
and then slow down to a virtual 
standstill. An inch after the road 
straightens, jump down to reach the 
other piece of road. Then jump up 
onto the other diagonal road, but be 
waiy of the lorry tliat is waiting at 
the top. 

Now the third stage: avoid the 
bullets (obviously) and position 
yourself as close to dead centre of 
the screen as possible until you 
must jump the water. Then 
accelerate to top speed and prepare 
for level four. This may have a bug 
in it from time to lime - move down 
to the bottom curb and shoot 
quickly to hit invisible targets, tlius 
improving your score dramatically 
(so I know what you've done if 
anyone writes back with a huge 
high score). When Uic island 



appears in the middle of the road, 
go above it and avoid the tanks 
(which can be difficult, according 
to some of our American friends 
last month). 

Fifth level time, and you've reached 
the final stage. Jump the curbs, but 
forget about tlie cracks in the road. 
Pace yourself at half speed until the 
towers come into view, then push 
the pedal to tlie metal to clear the 
last two curbs close together. After 
tliat little lot, simply avoid 
evciything that corner your way to 
complete the game (and from all 
we've been told, tliat's easier said 
tlian done). 

Of course, it you're tlie sneaky type, 
you could always attempt a little 
driving trick. Position tlie car at the 
very top ol the screen, then push 
right whilst pressing the fire button 
and holding down the space bar. It 
may take three hands to do, but 
you'll have the spectacle of seeing 
your car sit up on its rear wheels 
and do a wheelie tlirough the level 
in very short time. If you're not so 
sneaky but wish the title screen 
music extended to the game itself, 
hit F7 to pause the program and 
then press F3 twice. 

Some people still think that's all a 
bit much and would rather play the 
gjime through without that nuisance 
ol losing lives every time the car is 
blown into the middle of next week. 
II you think you fit into that 
categoiy, reset the game and type 
POKE 5647,3 followed by SYS 
2560 to restart the game witli 
infinite lives. 

Recently readem have asked if it's 


at all possible to poke the computer 
without a reset button. The answer 
is generally no, to the best of my 
knowledge, but the cassette users of 
this particular game can achieve the 
same result by rewinding tlie tape, 
entering the following listing, and 
then running the game. 

10 A=49152 

20 READ B:IF B=256 THEN SYS 
49205 

30 POKE A,B:A=A-bl:GOTO 20 
40 DATA 32,33,228,169,0,32,144,25: 

50 DATA 169,1,170,168,32,186,255,165 
60 DATA 1,162,253,160,2,32,185,255 
70 DATA 169,0,32,213,255,162,7,18? 

80 DATA 79,152,157,44,1,202,16,247 
50 DATA 169,44,141,100,5,169,1,141 
100 DATA 101,5,76,0,4,32.83,229 
110 DATA 165,0,32,144,255,169,1.17: 

120 DATA 168,32,186,255,165,0,32,139 
130 DATA 255,32,213,255,76,0,192,165 
140 DATA 173,141,204,25,76,0,10,256 

DAN DARE II 

Seeing as how we looked at the 
original of tlie two Virgin giuncs 
not that long ago, it might be 
appropriate to provide some aid for 
all those who battled their way 
through the prequel but can't crack 
the sequel quite as easily. Rather 
than a walkthrough, the process of 
giving Dan a boost is a little less 
involved. For infinite time, reset the 
game and enter the following 
pokes. Where you are faced with 
(1-9), enter a value to change the 
tune to complete levels: 

POKE 40960,0 
POKE 3468,(1-9) 

POKE 3 469, (1 - 9) 

POKE 3470,(1-9) 

POKE 3 4 7 1 , ( 1 - 9 ) 

Unlimited lives arc even easier: 

POKE 126,23,169 
rOKb, 169 

POKE 1.<6 3C,169 
POKE 126^1,169 
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After one or both of the tliese two 
has been entered, SYS 6298 will 
restart tlie game. 

Fear not, tape users! You have not 
been forgotten. If youVe Dan Dare 
n on cassette and don't have access 
to it on a drive, then enter the 
following listing, type RUN and 
press play on the rewound tape: 

10 FOR A=304 TO 372 .-READ 
BrPOKE A,B;NEXT A 
20 SYS 304 

30 DATA 32,86,245,169,76,141,96,3.169,69,141 
40 DATA 97,3,169,1,141,98,3,76,81,3,169,165 
50 DATA 141,179,47,141,150,37.141,176,37,169 
60 DATA 91,141,55,24,169, 1,141,57,24,76, 0, 10 
70 DATA 72,206,114,1,208,13,173, 196,22,73,99 
80 DATA 141,196,22,169,2,141,114,1,104,64,2 
90 DATA 1,234.234,238,32,208 

OPERATION WOLF 

Over to Ocean now, and tlieir 
highly successful coin-op 
conversion Operation Wolf caused 
quite a stir when it arrived on tlie 
Commodore scene back in the mid¬ 
eighties. 

If you want to cause more than just 
that in the enemy camps, then there 
are a few things to bear in mind. On 
the first level, make the men 
wearing berets your top priority in 
terms of firing, as they have the 
disagreeable habit of throwing 
knives which can often land in your 
general direction. Shooting 
hostages or nurses drains your 
energy, and just isn't nice besides, 
so don't do it Animals, on the other 
hand, leave extra bonuses such as 
clips of ammuni tion when they run 
into your crosshairs (guess the 
RSPCA wasn't consult^ on this 
one). If faced with two armoured 


cars or helicopters in close 
proximity, sling a grenade between 
for a two-for-one deal. The bottles 
marked with "P" restore energy, 
and the dynamite acts as a smart 
bomb to kill eveiyone on the screen 
(present company excluded, of 
course), so keep a sharp eye out for 
both. 

Some of you might make it to level 
four - if so, remember that the only 
way to kill the big 'tins is to aim for 
the head. Bulletproof vests aren't 
always out of stock when the bad 
guys go buying. On the fifth stage, 
avoid shooting the dynamite whilst 
a hostage is on the screen, or they'll 
suffer the same fate as their captors 
and your energy will suffer because 
of it. On level six, more hostages 
will run from left to right, and don t 
miss the "P" bottle since you'll be 
under the heaviest storm since 
Saddam ventured outside for an 
afternoon stroll. 

Again, some will find that even 
with that wealth of information at 
your fingertips the enemy is still tw 
strong to be overcome. If so, hit 
reset, and tiy some (or all) of these: 

poke’ 34952,16^ (for infinite 

bombs) ’ ... 

POKE 35103,165 (infinite 
bullets) ^ . . 

POKE 35107,173 (infinite 
cartridges) . ^ • 4 -^ 

POKE 36007,165 'infinite 

time) 

followed by SYS 16960 to restart 
the game. For yet another opUon 

(without the steak knives), plug m ^ 

mouse instead of a joystick, o 
down the left button while you turn 
on the system, and select 


joystick option. Now you can use 
the mouse - much easier - and keep 
the nine rounds of ammunition. 

ANYWAY... 

So here we arc, a few more pokes 
and cheats down tlie track, and 
hopefully some of the gamers out 
there will be sleeping easier at 
night. Of course, my own supply of 
hints'n'tips is far from complete, so 
if you've any to contribute then 
send them along to: 

IPO Box 123' 
Walkervifle 

/\ 

If you've a problem, or a comment, 
the same address will do. Next 
month - who knows? Stick around 
to find out. 


Cheers Andrew 
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Commodore 64/128 HandBooks 

The Handbook of Commodore Disks 
The Handbook of Commodore 128 

Tine Harndbook ed GorfvTOCSdore 64 

World of Geos Handbook 
World of Geos Handbook II 
World of Geos Handbook III 
Geos in Review 


$15 

$15 

$15 

$15 

$15 

$15 

$10 


ueos in iieview ii» i u 

Prices include Postage and Handling within Australia, and are quoted in $A. Overseas orders please add $A5.00 

4 nY firafiit 

PO Box 635, Bloir Athol, South Australia, 5084 
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FOR SALE 


Original C64 games: 

Bad Dudes vs DragonNmja 
Knightmare 
Killed Until Dead 
TKO 

Dynamite Dux 
Final Assault 
Labyrinth 
Combat School 
Temple of Apshai 

All are $5 each, or $30 the lot, plus 
$2 postage. 

CONTACT: 

Aaron Kernbach 

P.O. Box 927 Nairne S./4. 5252 

Ph: (08) 388 0014 

FOR SALE 


Commodore 128D (inbuilt 1571) 
Cockroach Turbo ROM installed 
1084S Monitor 
Joystick 
Heaps of disks 

$350.00 O.N.O. 

CONTACT: 

Robert Lord 

19 Fletcher court Wodonga Vic, 
3690 

Ph: (060) 59 1469 

WANTED 

Debtors Ledger 

by M-128 Accoimting Software 
CONTACT: 

Alex Przybylski 

27 Nickel Dr, Aberfoyle Park S.A, 
5159 

Ph: (08)370 5850 


FOR SALE 

Commodore 64 
Excellerator Plus Disk drive 
1531 Datasette 
1520 Printer Plotter 
2 Paddles 

All the above for $110.00 

Amiga/Atari mouse 122 (new in 
box) $30.00 

CONTACT: 

Alastair Hay 
Ph: (09) 291-7832 

FOR SALE 

1351 Commodore Mouse - Brand 
new, still in sealed boxes. Possibly 
tlie last of these in Australia. All 
complete 

$40.00 post/packing included. 


Your Classified ads section. 

Free to Commodore Netw’ork 
Subscribers. 

Cost to Non-subscribers is $2.00 
per ad lodged. 

These ads run for a maximum of 
three issues. 


Off the Commodore Network Fax 

(03) 9803 6498 

C.N.MICRO MART. 

Hi Warren, Would you be a good fella & advertise the following for 
mc,pleasc: 

1. MI^S 1230 PrinterJBM Compat.Had little use.Spare cart.& 
ribbons.with Manual.$170 + postage. Offers considered. 

2. Fa.x/Modem.Netcom Auto. 9600fax/2400data bps 4 mths old External 
with manuals,power suppIv,phone cable,software for windows.RRP $249 
will sell $l40-+-$8 postage. 

Please,please,please...I’ll be your veiy best friend 
Bill BRATnY.27 Smith St OLD BAR.NSW.2430 
Phone: (065) 537540 

PS.When >oii .^peak to Artie I'd like details ot'his ad. re Cleo-Manaaer for 
IBM,plea SC. ^ 




The CD Games Pack - Complete kit 
to connect to any standard Compact 
Disk player to your C64. CD 
containing 30 games included. Still 
sealed in original packaging. 

$60.00 including pos^packing. 
CONTACT 
Hills 64 Group 

P.O.Box 537 Cockatoo Vic. 3781 
payment made to Ivan Blitz 

FOR SALE 

GEOS 128, V2.0 (4 disks, manuals, 
etc.) as new $40.00 

SIMON'S BASIC (cartridge and 
manual), original box, as new 

$25.00 

EPYX FASTLOAD (cartridge and 
docs) in original box, as new 

$30.00 

COMMODORE FORMAT, 

magazines and cover tapes. No's #1 
- #18 + issue #20 (19 magazines, 20 
tapes) $60.00 

Prices include post and packing. 
CONTACT: 

Ron Daniels 

2/1 Dennis Place Victor Harbor 

S.A. 5211 

WANTED 


Commodore 1351 mouse - will pay 
good price. 

CONTACT 
Alastair Hay 
Ph: (09) 291-7832 

WANTED 

Multiplan 128 (with/without docs) 

CONTACT 
Ernie Taylor 

2 Peach Grove Laurieton N.S.W. 
2443 

Ph: (065) 59 8041 
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Welcome to "Letters Link" for the 
merry month of May, 1995. As is 
usual for Commodore Network's 
most popular column, we have 
plenty of interesting stuff to fill 
these pages, so let's get on with it, 
shall we? 

first off this month comes a letter 
from Ernie Taylor of Laurieton, 
N.S.W., who writes: 

U.K. CONTACTS AND 
MULTIPLAN 128 


/lave trouble picking up u 
HandyScanner there, and you may 
need to detour slightly and visit 
Germany (its country of origin) to 
locate one. In the meantime, since 
we have quite a hit of time between 
now and when you leave, perhaps 
one of our British readers would 
like to write in and give you (and 
anyone else planning on visiting 
that lovely country) the lowdown on 
a few good places for Commodore 
fans to visit in the Olde Dart. 


As I will be travelling to the U.K. 
later in the year (Sept.), I am 
hoping that you would have 
addresses of firms or persons still 
^ merchandising C64/128 

software/hardware. I am hoping to 
purchase a HandyScanner among 
other things. 


As for Multiplan, I know that there 
was a C64 version made that was 
PAL compatible, but I am unsure 
whether a 128 PAL compatible 
version was created. Anyone know? 

DROPPING 

SUPPORT 


I still haven't been able to obtain a 
copy of Multiplan 128, so I would 
like to advertise in "Micro-Mart" 
once again. 1 really don't know if 
this program was produced for our 
version of the Cl28. I wrote to a 
software supplier in the U.S. last 
year, and their response slated that 
their copies were, quote, "not PAL 
compatible", unquote. In which 
case perhaps a suitable version does 
not exist. Perhaps one of your 
readers could enlighten me. 

OK, it seems that Britain is, like 
Australia and America, undergoing 
a shrinkage in the number of 
businesses supporting the C64/J28. 
At present, 1 have no reliable listing 
of those retail outlets that continue 
to offer support in Britain. 
However, I am pretty sure you will 


Over in Osborne Park, Western 
Australia, and Mike Vagg writes: 

Thanks for a great magazine, which 
affords me a great amount of 
pleasure. On another matter, the 
Computer Club of W.A. (inc) will, 
as from our July AGM, no longer 
be supporting the C64/128 
computers as there are now 
insufficient numbers amongst our 
membership. This is a sad loss as I 
still use the 128 at home. I wUl be 
trying to help people in the Perth 
area with their computers, but it 
will be as a private individual All 
queries to tliat effect will be passed 
on to me if the club committee is 
contacted. 

/ always hate to hear of a club 
dropping support for the C64/J28. 
Personally, / believe we are better 
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off forming our own C64/128 
groups, even if they only consist of 
a few individuals. At least then we 
get the support that we want and 
need from others of like-mind, ri.v 
for you offering your assistance to 
others in the Perth area, may / rake 
the opportunity to thank you on 
their iTehalf / hope many of our 
readers over that way will take the 
opportunity to avail themselves of 
your kindness. 

WHICH WORD- 
PROCESSOR IS FOR 
ME? 

up in black opal country, and Mis. 
of Smith writes from Lightnmg 
Ridge as follows: 

I have recently taken over the job as 

sccretaiy/treasurer of our local 

soccer club and wish to use my 
Commodore 64 to wnte-up 
tnimifes accounts, letters, etc. I 
"reently use SpeedScript for 
Sters but this is no good for 
Sles", as it pnnts out over 

"long". 

rr..ild vou recommend a program 
Sd use. Wc have. 1541 
drive mdMPS laOOpmUcr. 

n„e are several erceHen, 

praaersars j consider 

Here are a f J perhaps 

the best readership will 

others amongst me reuu 
have their ownideas. 

the amount of ^ version of 

‘I'nemory mth the ^nly ^ 
this program, sme ^,ever, text 

128 implementation 

can be entered , several 

and saved to ^' It is then 
individual docurnen * together 
possible to ''chain The 

for one single y dociunents 
advantage to this bearing 

can he divided simplifying 

subject headings, th ,„arerial yet 

the finding of specific matM y^ 

the entire minutes efficiently 

'ni'ffouM.‘‘‘£lroUem'housM 

Unlel you are lucky 

locate a copy second-hand, r/z/s 

could be hard to find. 

THE WRITE STUFF:- Favoured by 
niany this is im excellent piece of 
softw’are. It alloivs print-o t to lie 
zS in either the "normal 
fiushion, or in double-column mode 
(two columns running ^‘fe-h-s de 
down the page). Holds about 22k of 


















text in memory (more on the later 
versions), it also supports 
"chaining” of documents, has 
automatic poge numbering, 
left/write pagination (the formatting 
of pages as being for the left or 
right side), and the ability to 
incorporate script styles such as 
italics, underline, etc. within your 
documents. 

GEOS:- Another suggestion would 
be Geo Write if you have GEOS. 
This will allow you to save even 
larger files, since GEOS 
continually saves your article to 
disk in "pages", and reads each 
page back from disk, one at a time 
as needed when you are accessing 
the information. Each GeoWrite 
document can contain up to 62 
pages (provided enough disk space 
is available), which should be more 
than ample for your needs. Another 
advantage is the power to edit and 
prepare reports using a number of 
fonts and/or graphics if this is 
required 

One disadvantage with GEOS is, 
however, that it is SLOW, and / 
often leave it behind when I am 
typing in articles, losing entire 
sections of text as I type. 
Personally, 1 prefer to use 
Superscript or The Write Stuff for 
text entry, then convert across to 
GEOS (a not too complicated task) 
if necessary. No matter which 
program you use though, you will 
always have trouble with the 
limited memory available for the 
64. 

Availability of some of the above 
items mentioned here may be a 
problem, for the moment, here is 
the situation. Commodore Network 
is negotiating to make The Write 
Stuff available locally, and it will 
be advertised within the pages of 
C.N. if this eventuates. You can also 
pick varying versions up second¬ 
hand, but, as with Superscript and 
GEOS, make sure you get ALL 
documentation. GEOS should be 
available from Jeff Carey, Box 146 
GPO, Adelaide, SA, 5001, phone 
(08) 294 8447 after 5:30 Central 
Australian time. I am unsure of the 
current cost. GeoWrite is an 
integral part of the GEOS package. 

OOPS! I'VE GOOFED 
AGAIN! 

From Campsic, N.S.W,, Peter 
Boothman of Bmnswick 

Publications writes; 


In the March issue of C.N.,you 
stated in reply to a reader's letter: 
"As far as I know,Bninswick is still 
in existence and going strong, 
though concentrating more on tlie 
Amiga side of things." 

In fact we are still 100% dedicated 
to the C64. We may consider 
adding an Amiga division to our 
library at a later date, depending 
whether the new owners of 
Commodore decide to produce a 
consistent operating system and 
stick with it. 

There are many hundreds of active 
Commodore 64 users on our books, 
and the number of new enquiries 
that we get has not really 
diminished over the last few years. 

The Brunswick Publications C64 
Disk Magazine continues to be 
released every second month, and 
(hanks to our many contacts world¬ 
wide, new C64 P.D. is added to our 
library on a regular basis. 

In my opinion, the continuing 
popularity of the C64 is due mainly 
to the fact that, unlike IBM, Ainiga, 
and Apple, its operating system has 
remain^ virtually unchanged 
ensuring that nearly all software 
will run on any basic hardware 
setup. This is a big plus for the end 
user, and definitely helps to make 
up for it's relatively low speed and 
storage capabilities. Contemporary 
computer manufacturers could well 
learn a lesson from this. 

I hope that you will see your way 
clear to print this letter in the next 
available issue of C.N., or at least 
make a correction to your previous 
advice. 

Consider it done, Peter. I must 
apologise for my slip-up, I don't 
know where I got that idea from. 

THE TIPTON 
DEBATE 


knowing tlie way that the Hills 64 
Group operates, decided to send 
tJiem for us to spread to users who 
would like the collection. 

This is a collection of Ernie's 
favourite programs, etc. These may 
not appeal to everyone, but to the 
user that appreciates these, Ernie 
said they should have them free, 
and tliat is what we at Hills 64 
Group have done for some time. 

Tlicse disks are available from us as 
Ernie and Joi wanted them to be, 50 
cents per 5.25" disk, plus postage to 
anywhere in Australia and New 
Zealand, so if they don't like 
ordering from overseas, they don't 
have to, as they are here for all. 

This pricing applies to all the 
software sent from us. Hills is a 
non-profit support group for the 
64/128. Keep up the good work on 
C.N., Warren. 

Thanks for the input, Ivan. I still 
stand by what I've said previously. 
It is up to the individual to decide 
what is a fair price to pay for what 
they want. Commodore Network 
was the first to bring the Tipton 
Collection to Australia, and we 
charged what we felt was a fair 
price (though some disagreed). 
Those that purchased these disks 
from us were given as much support 
as I could offer, and continue to 
receive that support. / have 
dissolved (most files were archived) 
out the entire collection for some 
individuals, and, indeed, just 
recently dissolved and saved to 
1571 disks, all the CP/M files 
within the collection upon request. 
The cost? Absolutely nothing - not 
for disks, or the time (in some cases 
days), or postage involved. That's 
support, and that's what the buyers 
of the Tipton collection (or 
anything else purchased from C.N.) 
got, not just a set of disks 
containing software that may or 
may not work. 


Down in Victoria, and Ivan Blitz of 
Cockatoo writes: 


1995, a letter was publishe 
Hod Gasson about the 
he ; 

as I have here 
Hills 64 Group a set of the 
Oisks that was forwarded t< 
Joi Ball and Ernie Tipton. 


Tliese were sent in response to a 
niiinlx-.r of queries that (liey had 
about the disks being sold. Joi, 


Now, / am not saying that all 
commercial resellers of the 
collection will offer this sort of 
support, nor should they. What I am 
saying is that we all must make a 
decision as to how we support those 
who support us! If you consider 
something overpriced, don't buy it! 
But if you believe that you will get 
better value by spending more, then 
do so. It's the hiyer's choice, no 
one el.se's! 
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GEOS AND THE 
DESKJET 

Meanwhile, in sunny Queensland, 
Allan Belcher has this to say: 

I need a copy of, or contact with a 
GEOS programmer to create, a user 
port GEOS printer driver for a HP 
Desiget 500+ printer. 

ITiere is a GEOS driver available in 
the States for the HP-500, It was 
put out by "The Underground", and 
I will contact Scott Eggleston, the 
Editor/Publisher to see if we can 
arrange a copy for you! 

MORE PRINTER 
PROBLEMS 

And in South Australia, Aaron 
Kembach has problems with his 
second-hand MPS 802 printer. He 
goes on to say: 

I am writing in the hope that you 
may be able to help me ^et again!). 

I recently bought a second-hand 
MPS 802 printer which did not 
have a manual. It works fine, but 
the problem I have is that every 
print-out has a continuous line at 
the top of each word (example 


included). 

I have bought a new ribbon, which 
didn't change anything. I also tried 
different programs which also 
didn't help. 

For some reason the person I 
purchased the printer from didn't 
have the same problem! 

Any input would be greatly 
appreciated. 

Welly Aaron, it looks to me as if you 
may have a pin on your printer 
head stuck If this is the case, you 
will need to clean it. To do this, you 
will need either some pure alcohol 
(available from pharmacies) or 
something like WD-dO, and some 
CLEAN, LINT FREE cloth. 
Dampen the cloth with the chosen 
solvent (alcohol or WD-40) and 
gently rub the print head You may 
need to do this a number of times 
until the head is clean, and then 
wait a few minutes for all residue to 
dissipate. Hopefully, this will 
loosen and/or remove any ink that 
has solidified, thus holding the pin 
in position. Once this pin is free to 
move,, it will retract as normal and 
your problem y will, hopefiilly, 
disappear. 


RS-232 INTERFACE 

And back in Victoria, Tony Lines 
of Numurkah writes in part: 

Regarding the interest you 
mentioned in the April editorial 
regarding RS-232 interface 
projects. 

Recently, after a few phone calls, I 
managed to track down a business 
that makes up ETI P.C.B.'s. The 
name and address is R.C.S. Radio 
Pty. Ltd., 651 Forrest Rd., Bexley, 
N.S.W., 2207. Phone (02) 587 
8491. The cost of the board is $7.00 
plus $2.30 post and handling, and 
they will reduce the cost of each by 
one dollar if ordered in large 
quantities. 

All the parts required for making an 
RS-232 interface can be purchased 
at any Dick Smith or electronics 
store . The approximate cost is 
around $30.00. 

Tony also provided us with 
information on creating an RS-232 
interface from scratch, but, for 
those of us who would rather buy 
"off the shelf, the above contact 
could be invaluable. Thanks Tony! 






Back Issues of Loadstar 
-from issue #50 now 
available 


Transport A double sided disk featuring various cars, planes and trains 
On Sydney ^ Sydney Hart}our 

Australian Animals and ^le skted disk^BAustLaTian^aoimais^rK^ 

Dino 


Also available: Special events D/S 
World D/S $5 Animals. Birds & Insec 
File Library - 14 D/S disks o1 Geoti 
Font Bank -10 D/S disks of Geos ton 

Sampler disks with complete listings available for 
FILE UBRARY and FONT BANK 


CCARD/MASTERCARD/VISA 

Tahd facilities available 

lOMAIN (SA) 

Box 146 GPO Adelaide SA 5001 
Phone 08-294-8447 (After Hours only) 
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The World of GEOS 



HandBook © 

and Disk 


The World of GEOS The World of GEOS 



HandBook II © HandBook ill © 


The HandBooks are available folded and saddle bound to A4 size, for AUD$15:00 each* {includes P&Hf, from 

JMV Grafix 
P.O. Box 635 
Blair Athol 

South Australia 5084 

Cheques Payable to Jane M. Jones *Overseas Orders add AUD$5:00 


Why should your C64/128 have all the fun? 




The Fast 8 cartridge takes your Commcdore 64 into warg dHycHt 
Up from 1MH? to an incredible clock 
Graphics scroll at an amazingiy smooUi rale. Everything happeii^j^l 


|Gebz 

! is online 24 hoirs a day 

j (03) 0803-6498 

: Daijreedi94CDb;B-i4«0t'(a 
i n(toMcl3fl33,'Z« 

Achutut&aoorio 
i w Ge>Nei 222100 fl 

i >rBeaa»sbiaJcate3 

i raa^oAaaonattawVttaubf li((H 
'• rei € nuki ikrtel tb b W H*hk« *1 Ui 
nyUtartMMpvSY 
I Ui>ta4 iteituiMci* 2 kwi «rlBi iv <«l 
r 4 a<v^ «l<i4 ^ b 2 ^ ii y 

f*il«Qiia>g!iMa 

Vets eeqSlBto OSS-fitB 
toK^apceoaedb? 




TtaBlVySAutdteiODnrlaBaxil BS 

lntrc<ludng 

GkZ Bulletin Bead Syeiem 

your Gewerks online 
support service 
24 hours a day 

03 - 9803-6498 

Dtnvrbsd 


Talk to us about Geos on 
your “other” computer. 

Geoworks Ensemble requires 
286/386/486/Pentium PC with 2 
Meg RAM and 10 Meg Hard 
Drive Space. 

GeoPublish is a shareware 
version of Ensemble for you to 
try before you buy. 

2 Disks $16.00 


Get your Commodore 64 running to the max!! 


FAST - 8 


GeoZ BBS Mail Order 
7 Falconer Street 
Glen Waverley Vic 3150 
Tel: 018-58-15-58 


• 8 times normal operating speed • GEOS compatibility • inbuilt 256K or 1 Meg RAM 
• Full support for GeoRAM BBGRam and CMD Hard Drives 
• Create virtual RAM disks combining on-board RAM and GeoRAM 


Enquiries: Commodore Network Merchandising 

9 Wadeson Street, Cobram, Vic 3644 
Tel: (058) 711-863 (ask for Warren) 



















































"this looks like something you'd 
exjxjct to sec on the Amiga". Tlicrc 
was a large display window (iar 
bigger than that in Bard's tale etc) 
and it was filled with some very 
nicely detailed graphics. Tlien I 
noticed these graphics changing, 
and I realised tliis preview was non¬ 
interactive. Eveiything happened as 
1 sat back. 

1 saw diflcrent locations, such as 
the town and cemeteiy.. I also came 
face t <5 lace with some nasty 
inliabitants (which made me think I 
was witnessing "Elvira - Mistress ol 
the Dark"). 

After some time it became clear the 
preview was at it's end. At least the 
programmer were clever enough to 
give a glimpse of fui^ier things to 
fxpect in Uie finished game. You 11 

want to see them too, believe me! 

doubt whether a C64 


List time I gave the details of Play computer usage to a safe level (!) I ^ seriously .- 

by Mail, billed as a way to play barely have time to load selected playing game can get much 

fTotn^»o Kir iif-\ a fcw iTiinules , tliis pfcvicw indicatcs. It 

■ titles are aH the essential 


games by yourself with someone 
else. It seems a few of you are 
interested in this judging by the 
requests for the introductory 
booklet. For those of you who have, 
for whatever reason missed the 
offer, here it is again. Send $1.50 
(preferably in stamps) to receive a 
booklet entitled "\^at is Play by 
Mail?", which describes all of the 
available games and their cost. Ifs 
certainly an interesting alternative 
to the usual computer based role 
playing/strategy games. Td advise 
you to at least obtain the 
preliminary details and make a 
decision from there. 

One of the reasons I can think of as 
to why you might become involved 
in play by mail is that you have 
completed most (or all ) of the C64 
RPG's you own. 

There are a fair few RPG'S 
avaWable for C64, maybe 1 could 
publish some sort of guide ("What 
they are and where to get them") 
within the next few issues of 
Commodore Network. Youll have 
to wait and see on that one, Tm 
afraid. 


titles up for a 
examination. Many titles 
average and many are above 
average, but few are 
EXCEPTIONAL, which is the term 
1 would apply to the NEWCOMER 
PREVIEW. 

Admittedly, the NEWCOMER 
PREVIEW (NP) was released some 
time last year, but knowing that 


seems to have 
elements rolled into one.. 

almost a year tg* . ^jn 

time) and when (if 9 

“ (he final version of Ihis game.? 

Onee yon ^'!S‘‘r^alLY 


arouses an interest I will later preview, youil hope its 


Anyway, all this talk is leading up 
to one of the things I wanted to 
concentrate on this month. Ifs a 
piece of software that recently came 
into my possession. 

NEWCOMER 

PREVIEW 

1 see a lot of C64 software these 
days, and, in order to keep my 



explain. 

SO why is this particular piece of 
software special? 

You have a choice between either 
the intro or the game sequence. 
Intros are always interesting to me, 
as they can clarify a game's plot or 
add polish to it, or degrade it by 
creating false impressions. 

In this case, tlie intro is a 
animated sequence, not the upscroll 
1 was expecting. Without saying too 
much it depicts a shooting, after 
which time a newspaper spins 
forward, Ifs headline clarifying a 
few things. 

If you ask me, this intro seems very 
PC - like, at least in comparison to 
the PC software 1 have seen. 

In this instance, my expectations 
were high, but at the same time 1 
recalled the stunning intros and 
shonky games, and realised these 
expectations were not to be trusted. 
Tlie correct term is HOPE, I 
believe. 

And then I saw the first game 
screen. My initial thoughts were 


SOON, as I do! 

newcomer - THE 
FULL VERSION 

I have heard ^12 

it) the full Jk v^rdoesn't 

disk sides! Now, I ask y , ^ 

this make it it^certainly 

RPG's ever 

lengthy ^ives the But will 

preview? Here's hoping- 

newcomer 
PREVIEW - 
available 

already have 


this 
it 

rambled on 


If any of you —j . * 

preview, I hope you've ^ujoyed 
(and don't tliink I've ambled 
like a idiot !). As far as I know, it 
isn't widely available, so 
obtainable from Alternat vc 
Software ( address below) tor 
$2.50. As I think I've indicated, any 
so called RPG fan should get hold 
of it. 
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SUtematiDe SoftuOare 
221, Stinmysia Higftii/ay 
Stuart Mitt 

Victoria 3478 
TetepRome. (054) 999 250 



Doc. you'd be a bunny 
to buy your P.D. anywbcrcN 
etstt .... tbere's simply NO ^ 
alternative to ... . 

;^C'Ii:PN?lTIV^ 


HERE TO TELL THE WORLD ABOUT A 
NEW ERA IN THE C 64. 

If you think there is no software 
available for your C64 these 
days, we can only tell you how 
wrong you are ( still, if you 
read advertisements from other 
P.D. libraries, we cannot blame 
you for thinking that way). The 
real truth is that the C64 is 
still a very popular home 
computer, with an absolutely 
gargantuan amount of software 
available from it's early days to 
present. In 1995 there are 
hundreds, probobly thousands, of 
releases every month, in all the 
different regions of the world. 
America, England, and Europe, to 
name a few where new C64 software 
is.very regular, however, the 
distance between "us" and "them" 
makes it very difficult to find 
this software in Australia. And 
of course, not all of it is 
Public Domain software. 

Our aim is to make as much of 
this recent PD and Shareware 
available as we can. 

MONTHLY UPDATES 

Available the last week of each 
month 

If you're at all interested in 
your C64, then the best way to 
find out what's new for your 
machine is to get hold of our 
MONTHLY PD UPDATES. Here we 
detail both new and old releases. 
For example, our MARCH 1995 PD 
UPDATE included details of 11 
releases during that month, and 
over 50 during the previous 3 
months (eventually we will 
reverse these figures). 

For our latest PD UPDATE ( May 
1995) send a stamped addressed 
envelope. For either MARCH or 
APRIL 1995 send an additional 45 


cent stamp for each update you 
want. 

DISK CATALOGUE #-0NLY $ 3.00 
It's finally here, with 144 new 
disk sides of software & new 
categories such as GEOS GRAPHICS. 
You will also receive our latest 
PD UPATES (in this case, may 
1995), detaitls of the the 19 
special offers we have available, 
and a coupon entitling you to two 
FREE DISKS OF YOUR CHOICE with 
your first order over $10 from 
the catalogue! When ordering the 
catalogue, enclose an additional 
90 cents (or 2 x 45 cent stamps) 
for both the MARCH and APRIL 1995 
PD Update, or simply 45 cents 
(one stamp for one ( please 
specify which). 

SOME OF OUR LATEST SOFTWARE 
IMPORTANT: All of this software 
has featured in our MARCH 1995 
P.D. update. 

This magazine's deadline means we 
are unable to advertise software 
from our May 1995 Update. This 
will continue to be the case in 
the future, where we will be 
working 1 or 2 months behind. 
Therefore, we strongly advise you 
to get hold of our PD Updates as 
they become available, otherwise 
you are simply missing too much ( 
and besides all that, we may not 
give you highlights from previous 
updates every month!). But for 
now, the following are details of 
software you can't afford to 
miss! 

DEMONSTRATIONS 

NOTE: The price for a single 
sided demo has plunged to $ 2. A 
demo occuping a double sided disk 
costs $2.50. So demo freakers, 
check out our disk catalogue and 
P.D. Updates for the latest ( 
and ever - improving) demos 
available!! 















#135/136 - COURTESY OF SOVIET 
/WRATH DESIGNS: 

Graphics slideshow. Many 
graphics over 2 or 3 screens 
high. Features a full screen eye 
where the pupil moves. The C 64 
at it's best in fact, hundreds of 
Amiga & PC owners thought it 
better than anything they'd ever 
seen on their computers! $ 2.50 

#138 - ACCESS DENIED/ REFLEX: 

Some Amiga effects. Intro 
featuring over one minute of 
•^i^itized speech and music, 
morphing shapes (some animated), 
transforming filled vectors etc. 

A stylish production $2. 

#144 - TRIBUTE '94 DISK: 

Top-notch C64 graphics and sound! 

$ 2 . 

#146 - FINAL TORTURE/PADUA: 

The last in the popular series, 
of the usual TORTURE standard. $ 

2 . 

DISK MAGAZINES 

#53/54 - GRAPEVINE 14 / TDR; 

Usual scene chapters, plus: might 
and magic 2 and employment hints, 
more on superstitions and fiction 
etc. 40 +chapters. Australian 


DISK #84-2 player games 
including a sports simulation (5 
events), " Viper" clones etc. $ 

4 

DISK #85 - shoot-em-ups. LATENT 
FUSION ( 4 levels, guuardians, 
power-ups. Similar to 
Salamander). GHOST TOWN (Very 
similar to OPERATION WOLF, great 
graphics, sound & gameplay). 

MOONS (4 levels, power-ups, mid & 
end of level guardians. From 
FRED'S BACK creators. Exceptional 
game). 

PLAYABLE DEMOS 

Note: The price for a disk side 

in this cateogroy has decreased 

to $ 2. 

DISK #32 - DOOM 

Yes, the C64 version is coming! 
KOSHIMO “ 90's version of "kung 
fu master". Three levels, in-game 
music, end of level bosses. More 
advanced preview than that 
accompaying disk catalogue #5. $2 

Disk #44 ... 

Over 40 short pieces of digitized 
sound and music.$ 4. 


MAY 1995 - order form (tick where appropriate) 


MOUTHIY PD UPDATES: MARCH 1995 

to monthly PD UPDATES section 

APRIL 1995 MAY 
for costs) 

1995 

( Refer 

DEMONSTRATIONS: 

135/136 

138 

144 

146 

DISK MAGAZINES: 

53/54 

58 



GAMES : 

82 

83 

84 

85 

PLAYABLE DEMOS: 

32 




DISK CATALOGUE #7 
provided free with 

( May 1995 PD 
an order over 

UPDATE FREE) 

$10. 



NAME- 






ADRESS- 


chq/MO (payable to H. K. MILLER) 

$.enclosed 

SEND TO ALTERNATIVE SOFTWARE, RMB 221, SUNRAYSIA HWY, STUART 
MILL. 3478 














BITS AND PIECES 


Following all that, some 
coiTcsponclcncc from Aaron 
Kcmbacli who seems to he a 
faithful follower. Aaron says he 
would like to see more RPG content 
in "Venturing Inn", such as 
tips/soliitions for many games, 
particularly as he is stuck in a few. 

Firstly, Aaron, I really do try to 
balance the content, although I will 
admit it's a precarious balance. I 
simply can't satisfy everyone, no 
matter how hard I try to. As for 
your request for tips/solutions, the 
major problem here is space. I have 
many RPG hints and solutions, but 
the latter can run on for pages and 
pages. Tliis is why 1 decided some 
time ago to try (note the use of the 
word' try' ) and put together either a 
booklet or disk dealing solely with 
the RPG hints and solutions. Sadly, 
this hasn't yet eventuated, although 
most of the content is there, the 
time isn't. As for being stuck in 
RPG's (or adventures), if you wish 
to specify where you're stuck. I'll do 
my darnedest to help out, eitlier 
personally (enclose an SAE) or 
through this column. 

I hope tliat also puts others at ease. 
If you tliink a disk or book 
including RPG hints and solutions 
is a good idea, have your say. 
Would you purchase it (disk =$5, 
book —$ 15, at an estimate)? Contact 
me, as witliout your support, it 
WON'T go ahead. 

CLOSED UNTIL 
FURTHER NOTICE 


And once again it's time to close the 
pages. I hope you've enjoyed this 
column. I'll return next month with 
something as yet undecided, but 
thafs the fun of it, ay?! If you wish 
to contact me, or purchase the 
NEWCOMER PREVIEW, my 
address follows. I'm pleased to hear 
from anyone about anything, so 
^n't put it off any longer. See you 
at around the same time and same 
place, only a different month. 




SUNRAYS 

ia;*' 



STUAif.l 

Kll 

VIC,3478- 




GETTING THE MOST 
OUT OF YOUR BASIC 
PROGRAM - SPEED! 


O 

O 

o 

o 

o 

o 

o 

o 

o 


1 GOTO 50 

2 WAIT R, V : : 

POKE S. Z - P: 

A: ON ? GOTO 2, 

5 WAIT R, V: P 
(O): PRINT A$;; 

D: ON X GOTO 2 
30 POKE S, PEEK 
5 0 PRINT " [CLEAR] 
GOSUB 80: CLR: PI 
1.160: D = .001 
60 R = 53265: Y = 
O = 49152: A = 1: 
= 200: C = 1063: 
CHR$ (20) 

70 GOSUB 105: GDI 
80 D = 49152: N = 


One huge advantage enjoyed by 
Machine Language programmers 
over those who prefer to create their 
routines using BASIC, is SPEED. 
Maybe BASIC can't match it with 
tlie swiftness of M.L., but there are 
ways we can help it perform at its 
best, and this month we shall look 
at just a few methods and throw in a 
couple of demonstration routines 
for you to type in as well! 


160 PRINT "THIS TOOK T; 
"SECONDS" 

Program #2 - Real variables: 

100 B = 2: A = 0 

105 PRINT "<DOWN> PROCESSING 

REAL VAR. ROUTINE " 

110 TI$ = "000000" 

120 FOR I = 1 TO 1000 
130 A = A B 
140 NEXT I 
150 T = TI/60 

160 PRINT "THIS TOOK "; T; 
"SECONDS" 


VARIABLES 

Tliere are two types of variables to 
concern us, real variables (A), and 
integer variables (A%). Real 
variables take up some five bytes of 
memory, whilst integers require 
only two bytes. The BASIC 
interpreter is only equipped to 
h^dle mathematical calculations 
with real v^ables only, tliusly, if 
an integer is encountered witliin a 
calculation, it must first convert this 
integer to a real variable and then 
proceed to perform the calculation 
from there. Naturally enough, this 
all takes time. For this reason, it is 
always best to use real variables 
within calculations UNLESS 
memory space is a major 
consideration. To demonstrate the 
time savings produced when using 
real variables over integer 
variables, we have provided two 
routines here for you to enter in. 

Program # 1 - Integer variables: 

100 B% = 2: A% = 0 

105 PRINT "<DOWN> PROCESSING 


INTEGER 

VAR. ROUTINE 

110 

TI$ 

= "000000" 

120 

FOR 

I = 1 TO 1000 

13C 

A% ^ 

= A% + E% 

140 

NEXT I 

150 

T = 

TI/60 


Have you typed tliem in and run 
them? If you have, you will have 
noticed that the second routine ran 
some 0.97 seconds faster than the 
first. The Integer routine will bring 
up a time of 6.33 seconds, whereas 
the real variable routine should 
return a 5.36 second result. 

OFT-USED 

CONSTANTS 


Numbers appearing in your BASIC 
programs are called "constants". 
For instance, the statement B = 7 
appearing in your code sets "B" to 
the "constant" value of 7. 

Whenever BASIC sees a constant, 
it converts it to a binaiy number 
before making use of it in its 
calculations. A much faster method 
is to assign often used constants to 
variables and to use those viu-iablcs. 
By doing things this way, BASIC 
need only convert each value to 
binary ONCE, rather than every 
time a constant is accessed. 

In the examples provided, the "7" in 
line 130 will be converted to binary 
1000 times. 


Program 

numbers 


#3 - Using constant 
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100 X = 0 

105 PRINT "<DO>JlvI> OFT-USED 
CONST AA^TS" 

110 PRINT "<DOWN> DEMO NUMBER 
ONE" 

115 TI$ = "000000" 

120 FOR I = 1 TO 1000 

130 X= X + 7 

140 NEXT I 

150 T = TI/60 

160 PRINT "THIS TOOK"; T; 

"SECONDS" 

Now, let's see how long it takes to 
perform exactly the same function 
using a variable to hold the value 7 

Progr^ #4 - Assigning constants 
to variables 

100 X = 0: Y = 0 

105 PRINT "<DOWN> OFT-USED 

CONSTAtJTS" 

110 PRINT "<DOWI<l> DEMO NUMBER 
TWO" 

115 TI$ = "000000" 

120 FOR I = 1 TO 1000 

130 X = X -f- Y 

140 NEXT I 

150 T = TI/60 

160 PRINT "THIS TOOK T; 

"SECONDS" 

If we compare the results, we see 
that the first routine completed its 
task in 8.56 seconds, whereas the 
second routine performed exactly 
the same task in 5.38 seconds, a 
saving of over 3.18 seconds. 

PREDEFINING YOUR 
VARIABLES 

Whenever a variable is referenced, 
your Commodore has to look 
through a list to see if that 
particular variable has been 
accessed previously. If it has, the 
computer locates its value. If not, 
your machine assigns it a memory 
location and then adds it to the end 
of its variable list. 

It is a good idea to take the most 
used variables and define them 
early within your program. This 
ensures that tliey are then near the 
top of the variable list and the 
computer then doesn't have to 
spend inordinate time searching. 

In the below example, variables X1 
find Y1 will be at fiie bottom of the 
variable list. 

Program #5 - Making the most out 
of pre-defined variables - the wrong 
way! 

100 Cl = 0: Ml = 0; R1 = 0: Ul 
= 0: LI = 0 

110 El = 0: SI = 0: 01 = 0: K1 
= 0: W1 = 0 

120 PRINT "<DOWN> MAKING THE 
MOST OUT OF" 

130 PRINT "<DOWN> PRE-DEFINED 
VARIABLES " 

140 TI$ - "OOOdOO" 

150 FOR I -- i TO 1000 


160 XI = XI Y1 
17C NEXT I 
130 T = TI/60 

190 PRINT "TIME TAKEN T; 
"SECONDS" 

Program #6 - Making the most out 
of pre-defined variables - the right 
way 

100 XI = 0: Y1 = 0 

110 Cl = 0: N1 = 0: R1 = 0: Ul 

=0: LI = 0 

120 El = 0: SI = 0: 01 = 0: K1 
= 0: W1 = 0 

130 PRINT "<DOWN> MAKING THE 
MOST OUT OF! 

140 PRINT "<DOWN> PRE-DEFINED 
VAi^IABLES " 

150 FOR I = 1 TO 1000 
160 XI = XI ■*- Y1 
170 NEXT I 
180 T = TI/60 

190 PRINT "TIME TAKEN "; T; 
"SECONDS" 

Compared the two results? If so, 
you will have noticed that the first 
routine returned a result of some 
6.86 seconds, whereas routine 
number 2 was some 2.8 seconds 
faster at 4.06 seconds. 

USING NEXT 

On most other computers, your 
standard BASIC looks for a 
variable after each NEXT 
statement. This variable MUST be 
the same as the index in the 
corresponding FOR statement (e.g. 
FOR I = 1 TO 1000: NEXT I - 
where I is the variable name and 
MUST match the variable name 
used with FOR). However, C64 
BASIC does NOT require the 
presence of a variable name. 
Nevertheless, if you DO happen to 
have a label there, BASIC 2.0 will 
check to make sure it matches. 

If possible, when speed is a 
consideration, try NOT to use these 
variable labels in the NEXT 
statement. 

Program #7 - Specified variable 

name 

100 PRINT "<DOWN> SPECIFIED 
VARIABLE NAJME*' 

110 TI$ = "000000" 

120 FOR I = 1 TO 1000 
130 NEXT I 
140 T = TI/60 

160 PRINT "TIME TAKEN T; 

"SECONDS" 

Program #8 - Witliout variable 
name specification 
100 PRINT "<DOWlJ> NO VARIABLE 
Specified " 

110 TI5 = "000000" 

120 NEXT 
130 T = TI/60 

140 PRINT "TIME TAKEN T; 

"5EC0^3DS" 

In tlic above examples, our first 
routine should return a result of 



May 1995 


about 1.58 seconds, tlie second 
program will return a time of 
something like around 1.1 seconds 
for a saving of 0.48 seconds. 

CODE 

COMPRESSION 

The simplest of all the "speed-up" 
teclmiques, this involves tlie ridding 
of your program of umieeded 
spaces, and the "tightening-up" of 
your code by fitting as many 
statements on one line as possible. 

Since spaces are only there to help 
you read your code, they can be 
removed completely. 

By squeezing as many statements 
into one line of code as possible, 
you are requiring BASIC to read 
fewer lines, thus giving it less area 
to cover. 

Program #9 - Compressing code - 
uncompressed 

100 PRINT "<DOWN> UNCOMPRESSED 
CODE " 

110 TI$ = "000000" 

120 FOR I = 1 TO 1000 
130 A = A 1 
140 NEXT I 
150 T = TI/60 

160 PRINT "TIME TAKEN "; T; 
"SECONDS" 

Program #10 - Compressing code - 
compressed 

100 PRINT"<DOWN> COMPRESSED 
CODE " 

110 TI$="000000" 

12 0 FORI = 1T01000:A=A-^1:NEXTI 

130 T=Tl/60 • 

140 PRINT"TIME TAKEN 
";T;"SECONDS" 

These routines should return results 
of around 5.33 ^conds and 5.13 
seconds respectively, thus, by 
compressing your code, you have 
saved 0.2 seconds in run-time. 

Now, these time savings may seem 
hardly worth worrying about, but 
when these methods are 
implemented within a large 
program, the results can be very 
impressive. Remember, a lew 
seconds here and there can make all 
the difference between software 
that is a breeze to use, and a 
program that seems to take forever 
to do the most mundane of tasks. 














GO TOP 

Start with the first record 
DO WHILE. NOT. EOF 
Keep doing until end of data 
file. 

STORE ADDRESS TO ADD 
Store contents of address 
field to memory variable ADD 
STORE ®("."&ADD) TO C 
Find where the comma is and 
store that number to C 
STORE C + 2 TO D 
Add two spaces to C. . as 
this where the existing two 
character state string now 
starts. 

STORE C - 1 TO E 
Subtract one space from C. 
as this marks the end of the 
address (Lesmurdie) one 
space to the left of the 
comma. 

REPLACE STATE WITH $(ADD, D, 
..2) Find the two character 
state substring and put it 
in the STATE field. 

REPLACE ADDRESS WITH $(ADD., 
1, E) Replace the address 
field with (Lesmurdie) only. 
SKIP 

GO to next record. 

IF EOF 

If end of file CANCEL and 

stop at ENDDO 

CANCEL 

ENDIF 

ENDDO 


Should you call this file from your, 
mainmenu then use RETURN in 
lieu of CANCEL (Cancel takes you 
to the DOT prompt) 

Happy CP/Ming till next time. 
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That is all we require to perform the 
task- Here is what we achieved 


This month, I thought we might 
take a further look at dBase 11 and 
discover an aspect of dBase which 
is not well known. 

First we need to understand the 
string function $(string, x, y) which 
means - for the character string 
"'string", take the portion that starts 
"x" spaces from the left and which 
is "y" characters long. For instance 
$( Alastair, 4, 5) means start at the 
fourth character and, including it, 
take the string that is five characters 
to the right. The fourth character is 
S and the five character string 
starting with S is STAIR. The 
command $( Alastair, 1, 2) would 
start at the first character and take 
the next one as well, reading AL. 


Well now that we all understand 
what we are talking about, let us 
take a look at all this 
@("<string 1 >","<string2>") which 
means "where does string 1 occur 
in string 2?" so if we entered 
?@("s", "Alastair") the answer 
would be 4, as the s occurs as the 
fourth letter of the string Alastair. 


modify the structure of the new 
database TEMP to add a two space 
character field called STATE ( You 
could make this three or more 
spaces, depending on your need). 
Now we APPET^ dil oiigind 
records from our old database. 


Well, now you may wonder what 
use is all of this to anyone? Or is 
th^ writer just fond of his own 
name!! Well, let us imagine we 
have an address list in dBase with 
both the city and state. Eg., 
Lesmurdie. WA within the 
ADDRESS field and we discover 
later that we would have preferred 
the state in a field on its own. Now 
we can find a use for the string 
commands. 

First we need to copy the structure 
of our existing database to a NEW 
database (call it TEMP). Now we 


Now we can create the following 
small command file: - 

GO TOP 

DO WHILE .NOT. EOF 

STORE ADDRESS TO ADD 
STORE ADD) TO C 

STORE C + 2 TO D 
STORE C - 1 TO E 
REPLACE STATE WXTH--$-(ADD.,. 

D, 2) 

REPLACE TUDDRESS WITH $ (ADD, 
1, E) 

SKIP 
IF EOF 
CANCEL 
ENDIF 
ENDDO 























































































































As I program in BASIC 7 on my 
C128 I generally expect that its 
commands will achieve what I 
want, provided that I follow the 
rules. However there is 

occasionally a situation in which 
BASIC itself does things in a way 
that is not what I want. 

I want to describe one of those 
situations here, and outline what 1 
have done to overcome the 
problem. And while this particular 
problem may not be of much 
concern to other readers, the 
approach that I have used can be 
applied to other problems with 
commands in BASIC. 

The problem 

Tlie database program which I use 
is a BASIC program that stores all 
its data in a large string array. The 
data is saved to disk by using the 
PRINT# command in a loop that 
stores each of the fields for each of 
the records in turn. The PRINT# 
routine works fine in this 
application, and it writes to disk all 
characters without any exception. 

A problem arises, however, when 
the data is to be loaded from disk 
back into the program. Tliis is due 
to the way the INPUT# routine in 
BASIC works, Wlien INPUT# 
reads a comma or a colon it 
understands this to mean that the 
end of the string has been reached. 


Playing around with 
BASIC — a new 
INPUT routine 


and it will ignore any further 
characters m the string that was 
written to the disk. This effectively 
means that in this program data is 
not able to include either a comma 
or a colon, and this is 
unacceptable limitation for me. 


an 
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skipped then the routine should 
behave like GET with regard to the 
characters which it will accept. 

A modification of the routine to 
skip the problem code failed to 
work at first. This was because, as 
I discovered, the new routine was in 
RAM in bank 0, and therefore the 
JSR instruction in some places had 
to be replaced by a JSRFAR to 
allow it to access code in other 
banks. When I made this change 
the new routine worked. 

In fact I made a lot of other changes 
to the original ROM routine as well 
as skipping over the problem 
location. I could do this because 
BASIC 7 deals with a number of 
commands together — INPUT, 
INPUT#, READ, GET, GET#, and 
GETKEY -- and hence tliere is a lot 
of code included that is irrelevant to 
what I wanted to do. My only 
concern was for input of string 
variables from disk, without the 
option of an input prompt; so I was 
able to eliminate sections that were 
not related to this. 

Wedging the new 
routine into BASIC 

I tested the modified routine at first 
by using a SYS command m the 
program in place of the INPUT# 
command. But I decided that it 
would be better to give the routine a 
new name ^d allow BASIC to 
execute it in the same way as for 
other commands. The name I 
decided on was INPUT*, since this 
would be recognised by BASIC as 
two tokens INPUT and * (see 
below). 

In order to wedge the new routine 
into BASIC a change is required to 
the vector which points to die 
routine for executing keywords. 
Tliis vector is located at $0308 and 
$0309, and on startup it points to 
the ROM routine at $4AA2 in bank 
15. I wrote the following short 
routine to make this change: 

Ida #$lc 
Idy tt$16 
sta $0308 
sty $0309 
r ts 

Tliis makes the vector point to 
location $161C which is where the 

( 03 ) 9803 6498 

Supporting the C64/128 world with limited file availabilihy, but 
with maximum Message access. Online now FidoNet echos, 
CBM, CBM-128, CBM-GEOS, 

Direct Internet link via Newsgroup, Comp.Sys.CBM 
Direct links to Brisbane Pinnacle BBS & Fishbowl BBS 


Of course one way to deal with the 
problem is to use the GET# routine 
instead of INPUT# to read the data 
back from disk, since GET# will 
read and accept all characters 
without exception. However GET# 
reads just one character at a time, 
and as a result the load operation 
from disk takes for ever — I timed it 
once at 20 minutes for a file of less 
than 100 records. There had to be a 
better and quicker way than that. 

Modifying the ROM 
routine 

I decided that I would try to modify 
the INPUT# routine to make it 
accept all characters including the 
comma and the colon. A first step 
towards this was to copy the whole 
routine from ROM into RAM so 
that changes could be made to it. I 
did this using the C128 MONITOR. 

The INPUT# routine starts at 
location $5648 and continues to 
$57C9 (in bank 15). A close 
examination of it showed me that 
the problem area is locations $5716 
to $5721 — if this part could be 
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substitute routine for executing 
BASIC keywords is located. Tliat 
substitute routine is as follows: 


jsr $035i0 

get a 

character 


ciT-p tiSSS 

is it the 

icken foi li'-iPUT ? 

beq S1629 


jsi $v03>96 

it WO, read 

the charsete 

r , 

j mc> $ 4 a f 3 

then execute 

it and retur 

n to interpreter 

loop 


j S3: $0 3 80 

if YES, then 

get next character 

emp #$ac 

is it * ? 

beq $1636 


jsr $5662 

if WO, then 

jump to ROM 

INPUT routine. 

execute it, 


jmp $4af6 

then return to 

interpreter 

loop 

jsr $0380 

if YES, then 

get next cha 

racter, 

jsr $1640 

then jump to 

the new INPUT’^ routine. 

execute it. 


jmp $4af6 

then return to 

interpreter 

loop 


These two routines were placed 
ahead of the actual new INPUT^ 
routine and the whole saved as a 
single ML program. 

Using the new 
routine 

hi order for me to be able to use the 
new routine in my database 
program two things were required: 

(1) At the beginning of the BASIC 
program an extra Ihie was included 
to load the short ML program using 
the BLOAD command. It loads to 
locaticai $1610, and the extra line 
also contains the command SYS 
DEC('T610") to change the vector 
so that the new routine wedges into 
BASIC. 

(2) The INPUT# cormnand in the 
"load data" section of the program 
had to be replaced by the new 
command INPUT^ . All the syntax 
for this command is the same as for 
the INPUT# command. 

With these adjustments the load 
trom disk worked just as smoothly 
and quickly as before, but without 
truncating strings that contain a 
comma or a colon. And I now have 
a subroutine tliat can be used when 
required in other BASIC programs. 



HELLO! Doesn't time fly when 
you're having fun? It only seems 
like yesterday that I sat down to 
write this column last month. This 
month I have some more reviews 
for you, so let's get these under 
way. 

RECENT RELEASES 

The software under the microscope 
tliis month was released in February 
and March of this year. 

DISK MAGAZINES 

What many people overlook is that 
these magazines can contain 
information not specific to the 
demo scene or the C 64 (i.e. film 
reviews), and that, in some cases, 
tlie information that does relate to 
the C64 has no relevance to the 
Demo scene (i.e. hardware 
reviews, certain paper magazine 
reviews, etc.). 

CHAOTIC COUNTRY 
CHOICE 2/ 
THERAPY: 


a chapter dealing with adventures 
and role playing games! (in this 
issue, a very detailed look at botli, 
witli an inclination towards tlic 
beginner). 

CONTRAST 1 
/GENLOG: 

The premiere issue of a magazine 
originating from Holland. The 
presentation is notliing flash, but 
certainly adequate. Considering this 
is a first issue, I was surprised to 
see quite comprehensive charts and 
news, but more of both will be 
needed in the future. Reviews of 
some recently released demos and 
magazines are also included, along 
with a history of the group Genlog. 
A funny stories chapter is also 
there. The best comparison I can 
make to this is the "what m the 
world" section appearing in the 
Herald Sun newspaper, although I 
realise interstate readers may not 
follow this. A fair first issue, which 
1 am told will, in future feature 
some audio work from Australian 
sceners. 


i^oUier new disk magazine, this 
time all the way from Hungary. 
Spannhig one double sided disk, 
this particular issue includes 
information about the Hungarian 
demo scene, history of films and 
billiards, and some cultural 
information in the form an in-depth 
look at soap box racing! 

Regular features of this disk 
magazine (besides all of the 
cxj^ected chapters) are a cartoon 
section, where some humorous full 
screen graphics are presented, and 


VANDALISIVI NEWS 
20/0NSLAUGHT: 

Without a doubt, this is one of 
Australia's most recognised disk 
magazines (also held in gcx)d stead 
around the world). During it's 
existence many groups (8 ) have 
produced it: Shazam, Scs & Trc, 
Mystic, etc. Tills appears to be 
intentional, to ensure ircsh 
presentation. In any case, tliis 
particular issue leatures 17 
chapters, including a recent release 
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chart and reviews, a 'humorous^ 
insults' chapter , coding hints and , 
away from the C64 , a chapter on 
racism in Australia. A magazine 
dedicated to the more productive C 
64 sceners, in that unless you're 
doing something that is recognised 
by a number of Europ)ean sceners 
you wont get a mention, as it seems 
that not just anyone can grace the 
pages of VN.. 

GAMES 

TRISS: A single screen maze type 
game, not unlike the commercial 
release, DARK CAVES from the 
Electric Boys (UK). A collect - 
avoid style game which will most 
certainly appeal to fans of the 
genre. Playability on par with ifs 
very nice presentation. 








LATENT FUSION: A horizontally 
scroUing shoot-em-up, featuring 4 
levels. You have the option to play 
with either music or sound fx. 
Waves of aliens to defeat and even 
end-of-level guardians to battle 
with. Luckily, there are plenty of 
power ups to help you out. A game 
bearing more than a few 
similarities to the commercial game 
SALAMANDER, 

SOUND AND MUSIC 


APPLICATIONS 
VCR LIBRARY V2.0 

An attractively presented database 
for recording the title of each item 
on the VCR tapes in one's 
collection. The number of titles per 
tape are selectable and 140 tapes 
can be entered on one disk. Tlie 
program has on-screen instructions 
and printing labels for cassettes is 
also possible. 


RAFS TECHNO 1/ NO NAME: A 
collection of 19 techno tunes, with 
over 53 minutes of music. This 
won't appeal to everyone, but for 
those who enjoy this style of music 
this is well worth checking out. 
And it shows that the CM can 
successfully emulate any style of 
music you'd care to mention (well, 
almost!). 

And once again that concludes the 
reviews for this month. Everything 
you have read about here is 
available from Alternative Software 
(see the flyer in this issue of 
Commodore Network). 

THE END 

Normally I would have written 
more. But at the time of writing 
this, other commitments force me to 
make a hasty retreat. Never the less, 
I hope you find somctlimg better 
than nothing. If you wish to contact 
me for whatever the reason, feel 
free to do so . Until next month 
though, it's cheerio! 

RMB 221 SUNRAYSIA HWyTI 

STUART MILL VIG, 3478. 


COSMI TEXT PRO 

A word processor which lacks most 
of the usual features of a 
conventional piece of software of 
this nature. It does, however, have 
some interesting features of its own. 
Amongst other things, tliere is a 
novel editing option and printing 
can be right jusUried from within 
the program. 

HOME INVENTORY 
SYSTEM V2.0 

Tlic original of this prograni 
escaped into the public domain 
from someone's 'too hard' basket. It 
has now been extensively corrected, 
has some additions, and should be 
useful in the calculation of 
household insurance cover. 

SPEED READER 

A shnple program to assist in 
training tlie eyes to read speedily. 

VIDEO JIGSAW 

Something else to do with all tliose 
DOODLE and KOALA picture 
files you have collected. 
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PLAN A MENU 

Calculate die nutritional value of 
your day's gounnet consumption 
and then find out how it will affect 
your weight. 

DATA ORGANISER 

A very versatile and user friendly 
database. One is able to set up the 
fields in tabulated columns and the 
overall width can be from 80 to 136 
(condensed print) characters. 

PLANNER 

A quick check on the possible 
expenses of your next family trip. 

ADDRESS BOOK.C 
ADBK.DEL.C 

A database intended for the creation 
of a mailing list - maximum 700 

records. 

UTILITIES 

DISK HELPER 5.0 

Has many of the usual disk 
housekeeping assists and a few that 
arc not so usual. Tlic prograni is 
attractively presented and tlierc is 
on-screen HELP and an explanation 
for evety function provided. 

COPY-Q VI.1 

A slow but probably die most 
accurate disk copier designed for 
the C64. It can be used as bodi a 
single and dual drive copier and, m 
addition, has a very useful scan 
option for checking the sectors of a 
disk for corruption errors. 






















ISEPIC FILE COPIER 
V2.1 


ENTERTAINMENT 


change printer-drivers on the run! 

UNTRASH 2.0 


Easy to use and seems quicker than 
many. 

GREAT ESCAPES 

Program your C64 to use some of 
the ESCape functions of the C128. 
Tlie instruction file from the author, 
which is included, explains how 
this program should be used. 

Tlie program does load from the 
disk menu but if your disk is write- 
protected your drive will become 
upset when the program is 
automatically run. On the other 
hand, if the disk is not write- 
protected the program file will be 
scratched and then resaved. 


HOT & COLD MENU 
V2.3 

Written by David R.Moffatt with 
The Quiir. The author provides an 
introductory menu with suggestions 
for using the two adventure games 
wliich come in the same package. 

1. YUKON - You are in a ski- 

equipped Piper Cub high above one 
of tlie most desolate areas of the 
Canadian Wilderness. You have 
been lost for hours and your fuel is 
running out. 

2. SHIFTING SANDS. The HOT 
part of the duo. You are 
mysteriously transported to a desert 
where adventure awaits. 


SBS-EDITOR 

or SIDE (to side) BORDER 
SCROLL EDITOR. 

Using tlie character sets/fonts 
provided design scrolling messages. 
Also usable with this program are 
the four character sets (SETS 1-4) 
wliich are with SET EDITOR 4.2. 
The short demo shows how the 
seated messages can be used as 
stand alone' programs or 
incorporated into other programs. 

7^^ author has provided an 
i^^ction File, which can be 

On ^ fifmenu. 

<^pening screen is in view 
produces the information. 

MEET THE MORFS 

Please read ^ 

explains how^f DOC.file which 

program's fa<5t i ^ 

^tnpatible with ^ 

You can extpt!^ system, 

by usit,^ * ^ family 

Koala other suitable 

files you nio*^ format) picture 

y n may already own. 

SET EDITOR 4.2 

editor which comes 
the ^ extensive HELP file from 

witVi?^^?^' fi^^ ^ referred to 

program as being in 
T. 1 Adscript text (screen codes). 

nas been converted to a SEQ.file 
or more general use. 

raster bar demo 
yesterday 

A bit of nostalgia 


It is regretted that no solution files 
have been located for these 
adventures. 

HOLY GRAIL 
SOLUTION 

SUBSUNK 

SOLUTION 

Sequential files containing 
solutions for these two adventures 
which were on Entertainment disk 
# 11 . 

CRAZY CAVERNS 

A multi level game froin Tony 
Crowther, that master of joystick 
death traps. 

SCATTERLINGS 

Defend the earth from hordes of 
invaders! This colourful piece of 
original programming is from Will 
Erdmann of Queensland. 

SORTANOS 

According to the file the game is 
'sorta like dominoes but not quite'. 

CRITICAL MASS 

A two player grid game based on 
the board game 'Explosion'. 

DUO 

A card game in which you match 
either values or colours. 

GEOS 

SELECT PRINTER 


By John F. Howard. This will 
"untrash" (recover files 

immediately after accidental 
removal from the disk) files one by 
one as you select them from a 
DBGetFiles DBox. Simply click on 
the one to be untrashed, click on 
OK when prompted, and your file is 
recovered. See April '95 
GEOSgenie. 

UNTRASH 3.0 


Once again created by the above 
author. This program displays and 
uses the first seven note pad pages 
as lists to enable you to select those 
files you wish to untrash. See April 
'95 GEOSgenie 

dirmanager 


By Roger Lawhom. This is a 40 
column PD program devoted to 
sorting out your GEOS disks. See 
GEOSgenie, April'95 

DESK ORGANISER 


BY John F. Howard. Another disk 
management program for the 64 or 
40 column 128. See GEOSgenie, 
April '95 

DIR MASTER 


’ Kent Smotherman. A 40 column 
f and 128) shareware program to 
Ip organise your disks, works 
th 1541/71/81 and REU devices. 


PHOTOPRINT VI. 1 


By Dave Hunt. Print those photo 
scraps out, direct from your version 
1.1 albums. 

PHOTOPRINT V2.1 

By Dave Hunt. Another version of 
the above suitable for version 2.1 
albums! 

ALBUM REVERTER 


BY Joe Buckley. Tliis allows users 
to convert between version 2.1 
Albmns and lesser versions. 


PAINT-SCRAP V2.1 


By Dennis Seitz. Make large photo 
scraps. Be aware that tliese large 
scraps are only useable with 
GeoPublish, or can be pasted out 
using Uie commercial program. 
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ScrapCan 


SCRAP IT! 

By Michael W. Schell. As well as 
creating large scraps, tliis also 
converts graphics. The disk also 
contains modules for use with this 
program that enable conversion 
to/from Blazing Paddles and Print 
Shop. The same situation occurs re 
usage of these scraps as with the 
program above. 

GRAFIX FORMATS 

Text file 

BIG CLIPPER 3 

Another program to create big clips. 

BIGCLIPPERAID 

Assistance when using BigcJipper. 

ALAN BORDER 

geoPaint graphic of the ex-captain 
of the Australian Cricket team by 
Geoff Carey. 

C-128 

%DINPUTO 

Routine from Euan Fry's "Page 
128" article in this issue. An 
improved input routine. This is not 
shown in the menu and must be 
accessed direct from the disk. 

COMPASS 128/80 

Assembler program by Tim 
Strickland. 

OCTOREELS 

Eight reel poker machine program 
from Tim Strickland. 

WRIGGLE80 

Simple 80 column mode demo 
program from Tim Strickland. 


7BY5V4 128/80 

Solitaire for the 128. By Tim 
Strickland 

5X5 128/80 

Another solitaire card game by Tim 
Strickland. 

CONCN 128/80 

Concentration for the 128. 
Programmed by Tim Strickland 

SUPERDISK 11-80 

Disk utility for 80 column mode. 

LITTLE RED 
READER 

Transfer files between your PC and 
die Commodore. The poor mans? 
Big Blue Reader? Full 
documentation provided. 

MAGAZINE 

AUTO START 128 

Program reviewed along witli 
Filemanager in this month's 
instalment of P.D. Power 

FILEMANAGER 

Second shareware program 
reviewed this month in our P.D. 
Power column. Both programs are 
the work of Alexander Fusi of 
Austria, are shareware, and are 
worthy of your support. Please 
register if the software is to your 
liking, it' only U.S. $10.00 (around 
$12.70 Australian). 

AUTOFILE EDITOR 

Tlie third program in the series 
reviewed in P.D. Power. This is 
Public domain and simplifies the 
creation of boot disks on 
RAMLink. 



SINUS DOTS.SOR 

Source code for the sinus dots 
routine, supplied in botli program 
and sequential format. 

MAKESINE 

Routine from the March 
Programmer's Machme Code 
column 

SINETABLE 

As above 

2DSINETABLE 

As above 

SINUS DOTSl.EXE 
SINUS DOTS2.EXE 
SINUSD0TS3.EXE 
SINUS DOTS4.EXE 

All the above are from the March 
instalment of P.M.C.C. 

B COL SPLIT.EXE 

This, and the following two 
routines, are from April's BASIC 
Magic column. 

B VER SCROLL.EXE 
B SPL SCROLL.EXE 
MULTJALIGN 1.6 

Alignment program for those 
following our series on 1541 disk 
drive maintenance. Full 

documentation provided. 

ALIGNIVIENT64 

Another alignment program. 

ANTI FREEZE 

Routine provided by Rod Gasson 
and listed in Bits & Pieces for 
March. Tliis protects against an 
Action Replay "Freeze". 


.....at a modem near you! 

Starring..... 

C64/C128 Support 

Glenn Thomson presents . 

Talisman BBS 

(059) 444 061 

Shows performing non-stop 24 hours a day 
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Peud TifdiolUfui, 

Editor's introduction: 


This months "Expanding 
Horizons" is a little different than 
usual, it is covering a VERY 
important subject which should be 
bought to the attention of anylx)dy 
who works with electricity or 
electrical appliances. This was 
bought home to me quite recently, 
when a neighlx>ur was 
electrocuted whilst undertaking 
some basic maintenance work. 
Remember, you CAN NEVER be 
too carefid with electricity. Now, 
on with Paul's article. 


"What's this got to do witli 
computing ?" you may well be 
asking. Well, to be sure, it can add 
to your enjoyment of your 
Commodore enormously ... It's 
about staying alive, and if you're 
dead you won't enjoy computing 
much ! 

1 was reading a brochure on 'Safety 
Switches' a few days ago, and it 
occurred to me that most people 
don't know enough about this area 
of technology. Electricity as a 
household convenience has been 
around only tliis centuty (give or 
take a bit), and especially in the last 
twenty years, significant changes 
nave been made in the area of 
Gaiety. 

In the five years 1983-87 seventy 
a all ties in Australia were blamed 
^ which 30 involved 

wrl^fu supplies. Certainly there 

fatal l^en hundreds of non- 

not 

severa^^v. compared to 

fatalities in 

^hesc coulH^n^^’ virtually all 
easily, A been avoided very 

about ^ ^ talking 

about of the user, just 

hardware^^^ inexpensive 

h^iio , things in perspective, 

in^ably 

-^V^olts, are known as Low 

^ :r®^’ *^°ngh you wouldn't think 

.1 grabbed a live wire. For 

to those complicated steel 

500 between 

132,000 volts. In 
nany suburban streets, 1,100 or 

olt lines distribute power to 
Jocal transformers, and there arc 
J^nous voltage levels in between. 

1 lie reason for all this is simply that 
losses in transmission are directly 
proportional to current flow, and for 
« given amount of power, current is 




Staying Alive 
around Electricity 

uiversely proportional to voltage. If 
that's a bit hard to understand, just 
take my word for it that its much 
more efficient distributing 
electricity at high voltages. 

In connection with this, it must be 
said that tliere are two ways to be 
electrocuted (not much consolation 
though). High voltages wiU literally 
"fry" anybody who gives them an 
escape route to earth - muscles and 
organs are burnt which quite 
obviously isn't healtliy. However, 
the usual cause of electrocution 
with household voltage is due to 
muscle spasm. 

Muscles are activated by small 
electric signals from the brain, 
passed through the nerves. Contact 
with the electricity supply sends a 
SOcycle alternating voltage through 
tlie nervous system, and this 
overrides the usual signals, causing 
muscles to contract and lock. 
Firstly, the muscles of the hand will 
cause the grip on the electric 
conductor to be increased, so it is 
often impossible to let go. Tlien, the 
throat and chest muscles will 
contract, preventing the victim 
calling for help and breathing. 
Finally (obviously) the heart muscle 
will contract, stopping blood 
circulation, so that deatJi or serious 
damage will cxicur if the source of 
current is not removed quickly. 

Hopetiilly you all know tliat it is 
worse than useless grabbing the 
victim to pull him clear. The only 
way to deal with this situation is to 
turn oil the power, or if possible, 
remove the wire, etc with a dry 
stick or properly insulated tool. If 
you manage this, the victim will 
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need resuscitating, as the muscles 
will usually not restart their normal 
action without stimulus. 

All pretty dreadftil to think about, 
isn't it ! But what I am writing 
about is preventing this happening 
at all. 

Your meter box has safety devices 
built in, but in many cases, they are 
inadequate. Up until aroimd 1970 
the only common device was the 
"thermal fuse", so known because it 
got hot and melted when the design 
maximum current was exceeded. 
An 8ampere fuse will generally 
cany up to lOamps before it gets 
too distressed, and even then it will 
take up to several seconds to fail 
(and cut the supply) unless a very 
high current, such as caused by a 
short-circuit, flows. As your poor 
old Aunty Flo isn't drawing much 
current whilst trying to change the 
light globe, she will be well and 
truly dead before the fuse does its 
job. 

The botlier of finding a bit of fuse 
wire, a torch, and a screwdriver half 
way through dinner, prompted the 
general use of "circuit breakers" 
more recently. These had the 
additional advantage of preventing 
ham-fisted home-owners from 
'fixing those stupid fuses' with a bit 
of heavy copper wire (able to 
supply probably 50 amps without 
even trying to save your life). 
Believe it or not, this practice was 
(and probably still is) quite 
common. Anyway, circuit breakers 
cut the power quite a bit faster than 
fuses once the rated current is 
excce ded by say 15-20%, and are 
easily reset just by flicking the lever 
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back up. They work by balancing a 
spring against an electro-magnet (or 
a bi-metal spring in some designs), 
which becomes stronger with 
increasing current, so that at the 
rated current, the electro-magnet is 
on the point of overcoming the 
spring and tripping the switch open. 

However, both these metliods are 
effective only in preventing 
prolonged, heavy over-current flow, 
which commonly causes fires etc. 
In terms of saving Aunty Flo, they 
don't really do much to help, 
especially if nobody is around to 
resuscitate her, or call an 
ambulance, once the power has cut 
itself off. 

Since 1990 (in NSW), legislation 
requites new installations to be 
fitted with "Safety Switches". The 
safety switch, known also by the 
more descriptive names of Residual 
Current Device, or Earth Leakage 
Circuit Breaker, or Core Balance 
Circuit Breaker, works on an 
entirely different principle which 
directly relates to the usual 
circumstances of electrocution. 

A bit of background again - 
Normally, of the three wires which 
are connected to a power point, 
^ly one is "live". The green/yellow 
is there to dump any leaked 
electricity safely, and is connected 
to your earthing point (usually a 
water-pipe), the blue (or black) 
'return" wire is connect^ to earth 
at your meter box, and the brown 
(or red) "supply", or "live" wire is 
ready to pump 240volts through 
appliances (or your finger-tip). 
PLEASE NOTE however that, if 
>^u are ever tempted to fiddle with 
these things, which is illegal almost 
everywhere in Australia, it is not 
brown/blue or 
rcc^lack wires to be connected the 
other way round - your appliance 
will work OK, but will not be 
necessarily safe: and I once found a 
country installation where the earth 
(gr^n) circuit was very much alive, 
leth^p''^^^^^ most appliances 

In 99.9% of electrical accidents, the 
victim touches the "live" wire 

Li older installations) 

W list he elsewhere in contaet 

s^iltl 

3 water tap, 
metal smk etc. Current Hows from 
e live wire to earth through tlie 

t>ody. This 
P a useful situation where 

Uie current passing through the live 


wire is more tlian that in the return 
wire, which is where the Safety 
Switch comes in. 

The Safety Switch measures the 
magnetic fields around tlie live and 
return wires, and if these are 
carrying equal current, the magnetic 
fiel^ cancel out. However, if they 
differ by more than a preset 
amount, the device trips open a 
circuit breaker, removing tlie circuit 
from its source of power. This 
happens extremely fast, usually in 
about 20 milliseconds. The preset 
current difference specified 
depends on the intended usage of 
the device; normal household 
installations use a 30 milli-ampere 
device in each circuit, but ratings 
up to 300 mA are required for 
circuits where a certain amount of 
leakage is expected. 

This device then, could have saved 
most of the 30 victims of 
electrocution between 1983/87. 
They would have felt a "bite", but 
nothing more. 

Its not quite Utopia though. The 
device does have some problems, 
mainly due to unwanted tripping- 
out. This may indicate a slight fault 
in an appliance or even your wiring, 
but may also be because some 
appliances, notably water heaters 
and stoves, have a small leakage 
which is quite normal, but may be 
enough to trip the breaker. It is 
usual to run such appliances from a 
separate circuit with a normal 
circuit breaker; otlierwise you could 
come home from 3 weeks Summer 
holiday to find eveiything - 
including the freezer - turned off, 
with unpleasant results. 

Also, these devices do not replace 
the old fuses and circuit breakers, 
which are still required to handle 
heavy over -current situations such 
as short-circuits. 

Another problem is the cost. A 
meter-board mounted switch will 
probably cost $200-300 to install, 
which of course would be peanuts 
in retrospect after an accident has 
happened, but which could well be 
a deterrent when tlie bills come in 
faster than your income. Tlie 
devices are available also in tlie 
form of a replacement power-point, 
still expensive, but cheaper to 
install. However tliey are effectivd 
only on circuits AFTER tliel 
installed switch, so you would need 
to find the first power-point in the 
circuit, and have it replaced with a 


Safety Switch. For a house with 
more than two circuits to be 
protected (which would be likely) 
the end cost could be higher th^ 
having the device mounted on the 
meter-board. Any competent 
Licensed Electrician could advise 
on the best approach. 

The cheapest approach, and tlie 
only one available witliout 
employing a qualified tradesman, is 
to buy one or more plug-in safety 
switches, which I have seen as 
cheap as $18.00. These simply plug 
into a power-point and passively 
monitor the current in the circuit, 
cutting supply if sufficient 
imbalance occurs. I have not looked 
closely at one of these, so can't 
comment on how they work, but 
they are approved by Electricity 
Authorities, so I presume they do 
the job. 

A similar device is available fitted 
into an extension lead, which would 
make a lot of sense for tradesmen 
using power tools etc. I do have one 
of these, but lacking any unsafe 
incident so far, can hardly claim to 
have tested it. 

And by the way, if you are really 
determined to end it all, and fancy 
suffering a fair bit on the way out, 
grabbing both the return and live 
wires whilst carefully avoiding 
contact widi an earthing point, will 
still do the trick, as the current will 
tlicn be tlie same in both wires ! 
However, this circumstance was 
negligible in the statistical 30 
electrocutions so that these 
switches, combined with better 
user-awareness, clearly have the 
potential to reduce our domestic 
electrical fatalities and injuries 
statistics to almost zero. 

Disclaimer; I am not a qualified 
Electrician, and this discussion is 
not intended to give instruction on 
installation, nor is it claimed to be a 
full technical description of Safety 
or other devices. 
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. . .. continued from icLSt month 

Docs Jeff do conversions of his 
games lo odier machines such as 
llic Atari 8-hil machines? Or docs 
lie have the conversions done by 
oilier programmers? 

"On the [Ataril 8-Bit I did AtUick 
Of The Mutant Camels. J did 
Gridninncr on tlie 8-Bit years ago. 
"File only time IVe ever had 
conversions done |for me] were for 
Hover Bovver on the 8-Bit Atari 
which was most of my code 
anyway and Mastertronic doing the 
conversion of the ST thing. 
Normally I would ratlier do it 
myself." 

I next inquired about his marketing 
deal with Mastertronic. 


"Well, ifs an EX-dcal witli 
Mastertronic after the way tliat they 
handled tlie last lot. Tin not going 
witli them again. Tm never going to 
release ANYTHING through 
ANYBODY again except 
Llamasoft 'cause Pm FED UP with 
it. See, every time I go through one 
of the other companies they always 
muck-up somewhere. Witli 
Mastertronic it was more or less 
2". Over here, 
hardly anybody even heard about it. 
^ee, the only magazines that ever 
got It reviewed in were the ones 
^ Personally taken a copy 

at. And then 
an ex conversion, so it^s 

^n\”® software that 

Llamasoft 

with distribuiom dealmg 

ean never ct'trr^ 

sort of volume a tn the same 

d«ing all the hvtt k 
really bother doesn't 

enough neor.!.. . ’cause there's 

about Uie games'^Tffrf 

it oel.T • *’^f‘®®seagame 

chough hype for mr 

selling^o main?i* 1“^* 

^Od sellit^ mam dealers directly 

mucl. hST 

to make a hvini"lrg”UaU iS 

taS„ mega-company, 

.1 ^ ovei, getting number one in 

the charts and all that rubbish." 



Jeff Minter 


"CASHING IN ON A 
NAME” 

Wliat's his opinion of the trend 
toward games based on arcade 
game and movie licences. 

"Let's say Pm not really tliat 
impressed, 1 think it's just anotlier 
way of trying to get more money 
out of everybody really, isn't it. 
Game licences I can understand to a 
certain extent if you're taking a 
really good arcade game and you 
generally want to convert it because 
it is so good, but not just sort of 
banging out the most popular 
arcade title, to get some version of 
it out tliere to make a bit more 
money. 

"Movie licensing is just a straight 
con-game, it doesn't matter what it 
is as long as it's got the name of tlie 
movie on it. 1 can't really go for 
Uiat, Pd much rather people spent a 
lot more time trying to work out 
new and original games, or at least 
do sometliing GOOD rather tlian 
something tliat's just got a licence 
on it. There are exceptions. Things 
like Star Wars on the ST and 
Amiga particularly were very good 
and worthwhile, but some of tlie 
other stuff is just, you know, it's 
sort of cashing in on the name 
really. 

"When it comes down to it, the 
reason I buy a game is cause I want 
to play it. If it happens to be a 
licence then that's coincidental. But 
like you say, nine times out of ten 
it's not. The licensed stuff docs tend 
to be very boring and especially 
like trying to do a film, how can 
you capture a Iwo-and-a-half or two 


liour film or whatever, on a video 
game?" 

ABSTRACT 

VIOLENCE 

And what's his opinion on violence 
in games, such as m "Platoon", and 
"Operation Wolf' where the object 
of the game is to kill humans. 

"I don't go for that. I don't really go 
for that at all. I like my blasting to 
be abstract, like fairly ridiculous 
type things, either killing sort of 
aliens or completely weird things 
like telephone boxes 'n' stulf like in 
my "Revenge" games. 

"Have you got a game down tliere 
called Operation Wolf? It's in the 
arcades. Wliere the controller is, it's 
a machine gun. Now I don't thmk 
that's a go<S idea, NOT when the 
enemy is so obviously human and 
not when they sort of fall over and 
BLEED when they die. 1- I don't 
like tliat. Tliere are plenty of other 
ways of lestitig your reaction time, 
dexterity and strategy in video 
games without blowing away actual 
recognisable humanoid shapes. 1 
prefer the violence in video games 
to be very abstract and I like it to bt" 
pretty, like in Defender where 
you're blowing away these creepy 
little guys and you get lovely big 
explosions and it's pretty and its 
fiui, or Fantasy Zone on tlic Sega 
where eveiything's weird." 

WHATEVER 

happened to . . 

Whatever liapi>ened to Tony 
Crowtlier? 
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"Tony Crowther? Yeah, he was 
down visiting actually, a couple of 
months ago. I hadn't seen him for 
ages but he came down to see me. 
He's working for Image works, a 
Mirrorsoft outfit He's just done a 
game called Fernandez Must Die on 
the Commodore 64 which you 
might have seen. 

"He's not so independent as he used 
to be, he tends to work to other 
peoples designs now, rather than his 
own. He's still a very good coder 
but he's part of a team now, rather 
than an individual programmer. 
He's got this puzzle game coming 
out called Bamboozle which is 
quite nice, coming out on ST, 
Amiga and all sorts, and the 
Commodore of course." 

THE FUTURE 

I then asked him where he saw the 
16-bit machines two years from 
now. 


"You know all tlie nice horizon 
shading and stuff like that?" 

Yeah. 

"Well it's got all tliat in, plus loads 
of aliens and lots of explosions and 
stuff and the little Llamas walking 
around on the planet surface and 
you can rescue the Llamas and it's 
like Defender and you got these 500 
explosions in tlie air and 
everything. Its pretty close to 
Defender but not so close that I'll 
get into any trouble or anything. It's 
modifying the gameplay quite a 
bit." 

PLAYED ANY GOOD 
GAMES LATELY? 

The next question on my list was to 
find out if he'd played any good 
C64 games recently. 

"Um, oh God. What have I played 
on the Commodore recently? 


to the pub for a couple of pints, or I 
stay in programming. Generally I 
program till about one or two 
o'clock in the moniing, later if I'm 
working on anything really 
demanding, that I want to sit at and 
program for a long time. All these 
things are interspersed with 
occasional breaks to have a cup of 
tea and maybe watch a bit of telly 
or something, it's not continuous. 

"My entire programming set-up is 
in my living room so I can alternate 
between listerdng to records and 
watching TV and programming 
very easily. It's very lax, there's no 
rigid structure I mean. I basically 
allocate myself one or two goals 
each day, like I'll get the explosions 
going. I'll get the collision detect 
going, rU get the lasers in, 
whatever, and just work on that. I'll 
work on a section and try to get it 
all going." 

HAVE YOU EVER 


"Well, everywhere hopefully. The 
ST and Ajniga are the next 
generation, they're gonna be the 
dominant ones. Unfortunately the 
Commodore 64 is going to go the 
way of the Vic. It's a shame to see it 
do that but people are gonna be 
nioving on to the ST and Amiga. So 
I see the 16-Bit market in a coupla 
years time being a bit like the 8-Bit 
market was for the Commodore and 
Spectrum." 

Tell me about the Atari show at 
Dusseldorf? 

"Ah... oh that thing. That was about 
a month ago. We were mvited by 
Atari to go out tliere. Just about 
anybody who's producing games 
software in England got a free stand 
at the show in Dusseldorf. We went 
out there to show Tripatron, I didn't 
have any new games. 

"That show was pretty good, 
although Germany is not a country 
for vegetarians, everything's got 
meat in it over there. 

"Tlie new game on the Atari is 
coming on really well. The game is 
actually a conversion of Andes 
Attack, I think that was my first 
ever Vic game." 

Sup'ed up a bit? 

"Oh yeah. Sup'ed up a GREAT 
deal! Have you ever seen Attack Of 
The Mutant Ciunels on the 8-Bit 
Atari?" 

Yes. 


"Oh, I quite like Tony Crowthers' 
new one, this Fernandez Must Die. 
Looks quite good if you like doing 
Commando type things. Aside from 
the fact that he's blowing up little 
people again, technically it's very 
good. ~ 

"Armalyte looks excellent. I haven't 
played it yet but I've seen the 
screenshots and it looks flipping 
great. It's veiy R-Typish, you know, 
loads of metallic backdrops and 
loads of aliens and loads of blasting 
and loads of weapons. It's good." 

TO WORK 

I then asked for a description of a 
typical Min ter workday. 

"Well, I leap out of bed at the crack 
of noon typically. Urn, I normally 
get up, go out, feed the sheep, come 
in, have a cup of tea and a fag, 
something to eat, then normally I 
have a little bit of a game session 
before I get down to work. I might 
sit down and maybe play Elite or 
Virus or sometlting for half an hour 
just to warm up, then I sit down and 
program until Neighbours comes 
on. 

Urk! I don't watch that! 

"You don't watch Neighbours?!? 
Oh, well Neighbours is a cult thing 
over here, you've GOT to watch 
Neighbours. 1 watch Neighbours 
Uien I go on programming until 
about sort of nine or ten o'clock in 
tlie evening and, depending on 
whether or not I want to, 1 go down 


Has he ever considered 
programming a sports simulation or 
licensed game? 

"I dunno really. The types of games 
that I do are the types of games that 
I'm into. If I ever seriously got into 
any other kind of game then I 
might, I s'pose, consider doing that 
sort of game myself. But deep 
down I'm a hard core shoot-em-up 
freak. I like lasers and smart bombs 
and stuff, and all my games tend to 
stick to those things heavily." 

How do you see tlie future of tlie 
PC Engine? 

"Well tliat should be very 
interesting. If the PC Engine 
becomes widespread it would 
damage the software market quite 
considerably, especially to these big 
software houses who make all their 
money on arcade conversions. An 
arcade conversion on something 
like a Commodore, even on an ST 
or Amiga, Ls not going to be in the 
same league as an arcade 
conversion on tlie PC Engine. An 
arcade conversion on tlie PC 
Engine is generally nigh on perfect, 
and the Japs work a great deal on 
playability. A PC Engine game 
costs about 20 pounds and 16-Bit 
games cost about 20 pounds, so on 
your average 16-Bit disk, you might 
get 720K of code if you're lucky, on 
a PC Engine you get AT LEAST a 
Megabyte, probably two, of code, 
plus you get ins tint loadhig when 
you just plug tlie thing in and it's 
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there. Tliere's no piracy and there's 
no sort of comipt disks or anything 
and the games just are excellent. I 
reckon it would give Atari and 
Commodore somediing to think 
about if it was launched over here 
tomorrow. I mean lliat Atari and 
Commodore would have to tliink 
about it for Cliristmas, and the Sega 
and Nintendo could forget it." 

APPROACHES 

Had any of the big software 
companies approached him I 
wondered. Surely the big 
companies would love to have such 
a talented programmer working for 
them? 

"Not really, I guess because they 
know tliat I wouldn't be interested. 

"The last time, I was offered a job 
witli Imagme. Do you remember 
Imagine? When they were first set 
up? They were really big y'know, 
and they invited me up to their 
offices in Liverpool and they 
showed me around their boardroom 
with the glass table, and here's the 
BBC cameraman tal^g a picture of 
somebody and all sorts of stuff like 
tliis, tiying to impress me and that, 
and they just freaked out when I 
said I wasn't interested. 

"I don't want to work for anybody 
else, I want to work for myself. I 
mean, when you join a big 
company, it's like putting more 
people in between you and the 
people that you're writing a game 
for. A big company's basically a big 



collection of middlemen, all of who 
want to get rich off YOUR 
programming talents. Much better, 
if anybody's gonna make any 
money out of your programming 
talents, to be in your own company, 
Uian some otlier one. 

"I've done work FOR other 
companies like, I've released games 
through Hewson, I've released 
games through Ariolasoft, all of 
whom sort of give me tlie come-on 
and told me how much better 
they're goima do for me than I 
could possibly do on my own, and 
that's never been the case. There's 
always been some sort of cock-up 
along tlie way." 

I inquired about the Hewson deal, 
m which Hewson Consultants, 
producers of classic games such as 
"Para droid" and "Uridium" 
marketed Jeffs classic psychedelic 
blaster "Iridis Alpha". 

"Ah, Hewson were the best out of 
tlie people I tried to go with. I may 
even have stuck with them but there 
was this one thing that happened. I 
did a game, Iridis Alpha, and gave 
the disk to Hewson and they said, 
we'll take it away and put our tape 
turbo on it. They took it away, and 
when they put their turbo in they 
clobbered some of my code. So if 
you get onto the bonus stage and 
you lost a life, the game 
CRASHED. Tliey released FIVE 
THOUSAND copies of the game 
that was bugged in that manner. 
And at the PCW show that year we 



had some of these copies and we 
found out they were bugged and 
Hewson wanted us to go on 
SELLING them, in the knowledge 
tliat there was a fatal bug in the 
game and anybody getting to the 
bonus stage was gonna die. They 
wanted us to keep quiet about it and 
we DIDN'T want to keep quiet 
about it and there was a big 
argument about this 'cause we 
thought that it was dishonest to sell 
games that were known to be 
bugged. They just wanted to sell 
'em through and said, oh, people 
can send them back later on. So we 
didn't see eye to eye over that, and 
that was the main reason why I 
didn't go with them again. They 
were good apart from that." 

I think I played that version, when 
you don't reach the end of the bonus 
stage in time it crashes. 

"Yeah, that's the one, well they 
released 5000 copies like that, and 
they knew about it as well, which 
upset me. If somebody buys a game 
and there's a bug in it, then the first 
person they blame is the 
programmer, and it wasn't my fault 
anyway 'cause THEY clobbered my 
code when they put tlieir own 
stupid turbo in it and that irritated 
me. I knew there was going to be a 
load of people out there thinking, 
oh, you know, Jeff Minter has 
fallen down, he's released a game 
with tliis huge bug in it. Which 
wasn't the case at all." 

.continued next month... 
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We can’t sing it loud enough! 

3 great magazine titles under one roof... 

Call Commodore Network Subscriptions 
today for details 

Tel: (058) 711 863 

Fax: (03) 9803 6498 
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NEW SOUTH WALES 

System: #1 Awsome BBS 
Sysop: Fat Boy 

Phone: (02) 672-4011 Multi-Line 
Baud: V.21 V.22 V.22bis V.32 
V.32bis V.34 V.FC 
Access: Reg 

Computer: IBM Pentium/90 
BBSoftware: MajorBBS 

System: Byte 1 BBS 
Sysop: Infiltrator 
Phone: (046) 26-3550 
Baud: V.21 V.22 V.22bis V.23 
Access: Public 
Computer: IBM 486 Clone 
BBSoftwarc: RemoteAccess+ 

System: CareLink 

Sysop: John Agapitos 

Phone: (02) 281-4311 Multi-Line 

FidoNet: 3:712/446 

Baud: V.22 V.22bis V.32 V.32bis 

V.34 

Access: Mem Reg V A 
Computer; Macintosh 
BBSoftware: Telermdcr 

System: Compucom BBS 
Sysop: Peter Lowman 
Phone: (069) 64-1418 
Baud: V.21 V.22 V.22bis V.32 
V.32bis V.34 V.FC 
Access: Mem Reg LVA 
Computer: Amiga 
BBSoftware: Xenolink 

System: Uluminaled BBS 
Sysop: Quota 
Phone: (02) 543-8381 
Baud: V.21 V.22 V.22bis V.23 
V.32 V.32bis 
Access: Mem Reg VA 
Computer: IBM 486/66 
BBSoftware: RemotcAccess 


System: JAM BBS 
Sysop: Andrew Best 
Phone: (02) 550-9910 
Baud: V.32bis 
Access: Mem Reg 
Computer: Macintosh LC575 
BBSoftware: Telefinder 

System: Mad Dog's BBS 

Sysop: Ben Carceller 

Phone: (02) 823-5117 

Baud: V.22 V.22bis V.32 V.32bis 

V.FC 

Access: Mem Reg 
Computer: IBM 486/66 
BBSoftware: RemoteAccess/Pro 

System: Masters of Insanity 
Sysop: Harlequin 
Phone: (02) 825-1173 
Baud: V.22bis V.32 V.32bis 
Access: Mem LVA 
Computer: Amiga 
BBSoftware: M A X's BBS 

System: Midnight Robber BBS 
Sysop; Mathew Russell 
Phone: (047) 35-4096 
Baud: V.22bis V.32 V.32bis 
AccevSs: Public 
Hours: Daily: 2230 - 0730 
Computer: IBM 486/33 
BBSoftware: Remote Access 

System: New Age BBS 
Sysop: Vladimir Carlos 
Phone: (02) 898-0467 
FidoNet: 3:712/409.1 
Baud: V.22 V.22bis V.23 V.32 
V.32bis 

Access: Mem Reg 
Hours: Weekdays: 1500 - 2359 
: Weekends: 0900 - 2359 
Computer: IBM 486/66 
BBSoftware: Renegade 


VICTORIA 

System: Asgards Fortress 
Sysop: Brian Mitchell 
Phone: (03) 557-9334 
FidoNet: 3:632/505 
Baud: V.32bis 
Access: Reg 
Computer: IBM 486/66 
BBSoftware: Ezycom 

System: CyberTech BBS 
Sysop: Wizard 
Phone: (03) 772-0841 
Baud: V.22bis V.32 V.32bis 
Access: Public 
Computer: i486/66 
BBSoftware: RemotcAccess+ 

System: F.R.S. Shareware 
Sysop: Roger Stafford 
Phone: (03) 879-9160 
FidoNet: 3:635/540 
Baud: V.32bis 
Access: LVA 
Computer: i486/66 
BBSoftware: MAXIMUS 

System: Fedral BBS 
Sysop: Federal Agent 
Phone: (03) 752-9952 
FidoNet: 3:633/245 
Baud: V.22bis V.32 V.32bis V.FC 
Access: Public 
Computer: i486/66 
BBSoftware: ProBoard 

System: POLICE SQUAD! 

Sysop: DREBiN 
Phone: (03) 9509-7534 
FidoNet: 3:632/525.8 
Baud: V.22 V.22bis V.32 V.32bis 
HST V.32terbo 
Access: LVA 
Hours: Daily: 2100 - 0500 
Computer: i486/66 
BBSoftware: Remote Access+ 

System: Software Galore BBS 
Sysop: Dean Glecson 
Phone: (03) 302-3903 
FidoNet: 3:633/267.2 
Baud: V.22bis V.32 V.32bis 
Access: Public 
Computer: i486 
BBSoftware: RemoteAccess 

System: Studio 96 BBS 
Sysop: Shane Mathem 
Phone: (052) 24-1788 
FidoNet: 3:635/407 
Internet: ne.com.au 
Baud: V.21 V.22 V.22bis V.23 
V.32 V.32bis 
Access: Mem Reg VA 
Computer: Amiga 2000 
BBSoftware: Excelsior 
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System: Talkie Toaster 
Sysop: Craig Tliorbiim 
Phone: (050) 23-4079 
FidoNet: 3:637/207 
Baud: V.23 V.32 V.32bis V.34 
Access: Reg 
Computer: i486/66 
BBSoftware: PCBoard 

System: The Stntgglers BBS 
Sysop: Neil Rawlings 
Phone: (03) 752-6204 
FidoNet: 3:636/210 
Baud: V.22bis V.32 V.32bis 
Access: Mem 
Computer: IBM AT Clone 
BBSoftware: Ezycom 

System: Vietnam Veterans Bulletin 

Board Service 

Sysop: The Trooper 

Phone: (03) 739-6333 

Baud: V.32 V.32bis 

Access: Reg 

Computer: i486 

BBSoftware: Ezycom 

System: Xtreme BBS 
Sysop: Oblivion 
Phone: (03) 887-6111 
FidoNet: 3:633/727.16 
Baud: V.32 
Access: Public 

Hours: Weekdays: 1800 - 0800 
: Weekends: 1500 - 0800 
Computer: i386/40 
BBSoftware: Ezycom 

QUEENSLAND 

System: Maryborough Christian 
BBS 

Sysop: Graham Fletcher 
Phone: (071) 23-5148 
FidoNet: 3:640/380 
Baud: V.21 V.22 V.22bis V.32 
V.32bis V.FC 
Access: Public 
Computer: i486/66 
BBSoftware: TBBS 


System: The Two Tees BBS 
Sysop: Teny Wilson 
Phone: (075) 94-7824 
FidoNet: 3:640/372 
Baud: V.21 V.22 V.22bis V.23 
V.32 V.32bis 
Access: Public 
Computer: EBM 486 Clone 
BBSoftware: RemotcAccess 

SOUTH AUSTRALIA 


System: Horizons BBS 
Sysop: Helen Greenland 
Phone: (08) 262-7731 
FidoNet: 3:800/417 
Baud: V.22bis 
Access: LVA 
Hours: Daily: 2200 - 0800 
Computer: IBM Clone 
BBSoftware: ProBoard 

System: Millennium SA Server 
Sysop: Bren ton Wildman 
Phone: (08) 322-5631 Multi-Line 
Baud: V.21 V.22 V.22bis V.23 
V.32 V.32bis V.34 
Access: Public 
Computer: i486/100 
BBSoftware: Excalibur 

System: The Dragon's Lair 
Sysop: Tom Docking 
Phone: (086) 83-3771 
FidoNet: 3:800/428 
Baud: V.21 V.22 V.22bis V.23 
V.32 V.32bis V.FC 
Access: Public 

Computer: IBM 486/40 Clone 
BBSoftware: Ezycom 

System: ValuCom BBS 
Sysop: Bruce Dungey 
Phone: (086) 45-0077 
FidoNet: 3:800/868 
Baud: V.21 V.22 V.22bis V 3^ 
V.32bis V.FC 
Access: Public 
Computer: IBM Clone 
BBSoftware: Ezycom 


System: The Bat Cave 
Sysop: Shane Marsh 
Phone: (07) 359-4793 
FidoNet: 3:640/319 
Baud: V.21 V.22 V.22bis V.32 
V.32bis V.FC 
Access: Reg VA 
Computer: EBM AT 
BBSoftware: Maximus 


System: Western Schools Bulletin 
Board System 


Sysop: Peter Russell 
Phone: (086) 44-1088 
FidoNet: 3:800/813 

v.22 V.22bis V.32 

V.32bis 


Access: Mem VA 
Computer: Acorn RisePC 
BBSoftware: ARCbbs 


WESTERN 

AUSTRALIA 


System: Anonymous X BBS 
Sysop: Alvin Lim 
Phone: (09) 398-8883 
FidoNet: 3:690/676.7 
Baud: V.21 V.22 V.22bis V.32 
V.32bis V.34 V.FC 
Access: Public 
Hours: Daily: 2230 - 0830 
Computer: 1486/25 
BBSoftware: RemotcAccess 

System: BIGJade 

Sysop:Jade 

Phone: (091) 40-2089 

Baud: V.22 V.22bis V.23 V.32 

V.32bis 

Access: Public 

Computer: Amiga 1200 

BBSoftware: M A X's BBS 


TASMANIA 


System: Communication's Nut's 
Sysop: Danny and Lexis Moss 
Phone: (002) 634424 
FidoNet: 3:670/210 
Baud: V.32bis V.FC 
Access: Public 
Hours: Daily: 2200 - 0700 
Computer: BBM 386sx Clone 
BBSoftware: RemotcAccess 

System: Games WareHouse 
Sysop: Shane Lansky 
Phone: (002) 49-7413 
FidoNet: 3:670/222 
Baud: V.21 V.22 V.22bis V.32 
V.32bis V.FC 
Access: Public 
Computer: IBM Clone 
BBSoftware: RemoteAccess/Pro 

System: WICEN Tas. & ATV BBS 

Sysop: Tony Bedelph 

Phone: (004) 25-6035 

FidoNet: 3:670/403 

Baud: V.21 V.22 V.22bis V.23 

V.32 V.32bis 

Access: Public 

Computer: IBM 386 Clone 

BBSoftware: Maximus 




BBS 


HOTTEST C64/C65/C128 support around 
24 hours a day * i , .. . . 

Adelaide (08) 277 B61 
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THE ULTIMATE CP/M COLLECTION 

.Encouraged by the acceptance of our "CP/M Comer" column, and 
realising that one of the major problems faced by 128 users who 
choose to delve into the depths of CP/M is knowing where and how 
to acquire software, we have put together this massive collection of 
material covering some 30 X 1541 disk sides, or 8 X 1581 disks, and 
we've made it available for only $40.00 

ALIVE! CLIPART COLLECTION #1 
A collection of Print Shop style images compiled from various 
sources, and presented on 111 Fun Graphics Machine clip art 
screens. Each screen holds nine images. You will need FUN 
GRAPHICS MACHINE to utilise these. Comes with a printout of 
each graphic presented in a binder and at a total cost of only $22.50 
THE GEOZ COLLECTION 
A huge collection of GEOS shareware and PD items put together 
over the years by Artie Stevens at GeoZ BBS, and added to by 
myself and others. Includes more than twenty disk sides of GEOS 
applications, three disk sides of desk accessories, one of Auto execs 
and input drivers, three of fonts, and thirteen of art. FORTY disk 
sides for only $60.00 

THE PROGRAMMER'S CROSS REFERENCE GUIDE 

The definitive reference work for the prograir;mer who wishes to 
translate programs between the following plalfomis - C64, Cl28, 
and Plus 4. Available as a print out and presented in a three ring 
binder, or as a sequential file on disk for you to print out at your 
leisure. 

Binder: $15.00 
Disk: $7.50 

THE 1581 MASTERS COLLECTION 

A collection of 1581 utilities and files, supplied on a 1581 disk. 

Ideal for owners of this drive or the new CMD FD scries drives 
looking for utilities to help them get the most out of their equipment. 
$5 to subscribers $7.50 non-subscribers 

THE 1571 MASTERS COLLECTION 

As above, but for use with the 1571 drives. Includes programs to 
help you utilise your drive's ability to handle MS-DOS disks. 

$5 to subscribers $7.50 non-subscribers 

SAMMANTHA'S GRAPHICS GOES GEOS 
Yes, the popular Sammantha's Graphics in GEOS format, a must for 
those wishing to add a touch of Australiana to ihcir GEOS 
documents. 

$5 

GEOS BORDERS 

by Norman B Gough 

A selection of borders fro use with GEOS. Two double sided disk.s 
for an unbelievable price of just $7.50 the set. 

CNGEOPAK#! 

A selection of GEOS items fresh from Q-Link in the States. This 
double sided disk contains FULL documentation for most files. Disk 
contents include: Poster Print, Change BSW, various Fonts, Printer 
Drivers, and graphics. Unpublish etc.. A must for any GEOS 
collection. 

$5 

CN GEOPAK #2 

The long awaited second disk in our GeoPak selection. Full 
dcx:umenlation is included. Two disk sides containing, amongst 
others: Mah Jong, DB Getlile, Fontloadcr, elc.. 


CN GEOPAK 128 

A double sided collection of GEOS PD exclusively for the 128 
$5 

ADVENTURE DISK #1 

The first of our adventure collections. 

$5 

ADVENTURE DISK #2 

The follow up to the successful Adventure Disk # 1 for the many 
adventurers out there 
$5 

INTERCHANGE 64 and INTERCHANGE 128 

Two disks devoted to specialised programs to help the translation of 
documents or graphics from other computer systems to the C64 and 
the Cl28 respectively. 

Sold separately at $5 per disk for subscribers, $7.50 non-subscribers. 

DEMO GRAPHICS TOOL DISK 
A collection of tools for the budding (and experienced) demo artist. 
$5 

DESOTO UTILITIES 

An excellent multi-drive operating system for the C64. Handles 
1541, 1571, 1581, CMD HD, and RAMLINK in any combination - 
EXCELLENT! 

$5 

GRAFIX GALORE 

Tom Stoehre 

Subscribers to LoadStar will be familiar with Tom's Work. 

This collection is priced at $10.95 and comes recommended. 

SAMMANTHA'S GRAPHICS 

By Sammantha Hayhoe 

Looking to add a touch of Australiana to your printed output? Here 
is a collection of true blue graphics for PrintShop users. 

$5 

SAMMANTHA'S GRAPHICS II 

By Sammantha Hayhoe 

52 new true blue Oz graphics and 67 brand new borders! 

VIDEO SHOP 

A multi featured graphics manipulation program capable of working 
with Piint Shop, PrintMaster, Doodle, Koala and standard bit-map 
graphics. Comes complete with a disk of graphics and a disk of fonts 
and a detailed manual. 

$12.50 

MOUSE MATS - $4.95 each 

I now have a range of no-name diskettes in both 51/4" and 31/2" 
fonnats 

51/4" DS/DD - $5.50 perbox(lO) $50 per 10 boxes(lOO) 

51/4" DS/HD - $10.50 perbox(lO) $95 per lOboxes(lOO) 

31/2" DS/DD - $10.30 pcrbox(lO) $88 per lOboxes(lOO) 

31/2" DS/HD-$16.50 pcrbox(lO) $150 per lOboxes(lOO) 

Disk Liibels with write protect tabs - 100 for $2 

All items can be ordered from both 


Commodore Network 

C.N.P.D 

9 Wadeson St. 

44 Balfour St, 

Cobram 

Nailsworth, 

Victoria, 3644 

S.A., 5083. 


If ordering 1581 disks, please remember that orders for these can only be serviced 
from the Cobram address. 

Don't forget our $Z00 post/packing charge. 


li M somvs.'o ofoers mm Austrana snouki inauoe s2 ro covei posfaae costs. New Zeabnd orders add $3 Aus. to coverpo^age, and lor orders from elsewhere, a postage fee of $5 

duo JO nanoccon/ 

ii . 

I! ‘jsifsre ufam snoM inaim oostage or iz am iucents oe disk box wibin Australia, New Zealand DisMe Orders should include $3 plus 50 cents a disk box per order. Sary we 
j, cannot accept orders for dickies from ^sewhere. 














































